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A nearby explosion caused the canopy on Со!опе! оби уе orien to 








darken automatically. He-didn’t even notice. Instead, his attention was 
riveted on the holo-screen in front of him. Displayed there were a number 


of icons representing his forces, his 
rebel allies (a concept he was still try- 
ing to adjust to), and the Cybrid forces 
closing in. An arrow on the southern 
end of the map pointed towards the 
colony of Rature, which lay just 15 ki- 
lometers south. The Cybrids were mak- 
ing rapid advances towards it. 


Harrington touched a rebel company 
icon labeled “Montel's Roughriders.” 
Almost instantly, a detailed map of the 
region sprang up. Things were not 
going well for the rebels, and it was 
becoming necessary to reinforce their 
position. Otherwise, the Cybrids would 
soon break through. 
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As Harrington reached for the comm switch, his headset came alive with 
the sound of an explosion and the voice of one of his field commanders. 
“Close that gap, Langtry!” Then, “Colonel, this is Knight-Lieutenant Jervis 





of the 
Broad. 
Sword. 

We've just 
stumbled into a 
large Cybrid 
force, Estimate it 
to be 4 full com- 
Panies, sir...” 


The Knight's 
transmission was 
suddenly cut by a 
Priority override: 
“Inbound bogies 
bearing 34 de- 
grees your posi- 
tion, Colonel.” 
Glancing at his 
Short-range ra- 
dar, Harrington 
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saw the two Cybrid Advocate VTOLS racing in towards him. They'd be in 
range in 10 seconds, according to his computer. Hitting-a key he switched 






back to Jervis. “Lieutenant, І want you to move your 
Sword to this position.” On the holo-screen Harrington 
traced a line from the Swords icon to а new location on 
the-opposite side of a ravine. “Draw as many of the 
| glitches into the ravine as you can, but 

be clear in exactly 3 minutes.” 


“Yes, sir!” came the crisp response. 
“Glitches to ravine, clear in three, Out.” 
On the holo-screen Harrington watched. the Sword 
feint towards the newly detected Cybrids, then 
switched his attention back to the iñcoming Advo- 
cates. Outside, a Paladin tank turned апа геа off 


ui | two missiles, As they streaked outthe colonel locked 





his Sparrow missiles onto the incoming fightérs and 
lit off another missile. All three rockets struck, but 
not before one of the Advocates returned the favor, 
destroying the Paladin. Even before the debris had 
hit the ground, Harrington threw another switch. 


“Artillery unit one four, reposition to this location.” Now 


А the colonel indicated a position 1,000. meters south. of the 

) ravine. "In exactly," glancing at his chronometer, "2 min- 
utes, carpet the ravine indicated on your screen." The Nike 
commander acknowledged the order as Harrington got back 
to the problem of the rebel position. 


\ “Damn it, kid, get your lazy ass back here!” 


“But Captin', Teddy don't care “bout us and we be way 
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outgunned here. We needs to kick dust and run!” 
We got us ап entir 
“bout Teddy and do your job, kid. x e 
litches through, and I'll tell 
to get blown away if we let these damn g 
ча фе ind hot dale tonight so l'Il be really pissed off if you let that 
а | settlement get destroyed. Got me, kid? 


“You let те worry 


47 «Кете Without а response the rusty 


mo Dreadlock turned, firing its plasma 
a) 
S у 


cannon as һе came back. That taken care of, 
Captain Montel opened up a comm channel to 





the TDF Colonel. "Boss, this here is | 
VA we need some serious support. I’ve lost alf 
my boys and the rest are on the verge of run. 
ning. If we don't see some support: soon we're 


gonna lose this flank." 
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For a moment there was о Д nly 5 statie іп ге- 
sponse, but then: "Captain 1 N ga t sr en 
your situation and yov'll | just h have to old c out, 
с Fm trying. to get mon your way аз quici і г оз...” A he trans mis sion п cut 
| _ suddenly с as alarms shrilled in Montel € re or. Witheut even thir 

. he targeted the Cybrid 5 iepherd йе ad hi ane 
_ heavy lasers. The Shepherd’ s shielc ann La rightly, then 
the onslaught. Without needing any prompting, two 















— followed suit with their се 27 cannons, ге эс С рае. 
с уен вазаў Puoi ты ала йа 
“Good job, boys, now let's SHOOT FIRST! 





„Ké ep at. 'em ! ; 
зе. аз om A 5 ai е 8 E 5 T | ONS LAT Е К ай | 
Harrington watched as а ы 
Shepherd was destroyed by wem кана, | | 
the rebels. The unexpected а ып Жа И а?а. 
cutoff worried him. If Montel Gas taken Ж; г are du си. бы | 
would fall. Suddenly an Executioner appeared on his screens. That маз the 
key to that flank. Оранта a new channel, the. jlodel said, èk Banshe is 
ее hess ere for you..." е a Р 


КТЕ Wou 


Montel ва to curse » when he зроі- 
ted а new target, a hulking Execu- 
tioner on the horizon. Hoping his boys 
would get the picture, he targeted 
the mammoth Herc and began fir- 
ing as quickly as his reactors would 
allow. A few moments later some of 
the others in his crew began follow- 
ing suit and the shields on the Ex- 
ecutioner began to glow with energy. 

























“Keep at it, boys...” Montel mumbled 
as he continued hitting the firing stud. The 
Executioner, however, answered back as two 





"Arme will be the 
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Suddenly. the rout near the Ex 
ripped боў жа Ето x 
ment the mon: 
pened, ther 
sands of piëc 
confusion, 
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А чиш spr 
face, “ ime to burn | 
some “glitch ee | 





























Sis 
+ 
въ „>= і ar азы 
ў 
pw. I , =. № ы чт В $ 
- س‎ 
= i 
J" г E у 


ТЕ, ati 





в 











"Ға ^ 
ТТ 


d 4 ' Ж | 
Yi Г 1 Lm Р 
А гаю, с 
ы = А rir ж 
«й Я Таты, v Г 


аша 


) 





й h. 





чь. 





Wè, е. 


- "Шы 
* ча 











еэ, 





F 


“а” - "TIL 


b 
m. 





M 
History of Human Space 
tion and tbe Age of Decay 2000-2275 


uni t caused the fall of civilization at the turn of the 
E M mes | it was the Final War. Others claim an unknown 
alien staged an invasion. Wilder theories, ranging 
from an experiment gone horribly wrong to the im- GENES 
pact of a massive asteroid, have circulated. | я 
While it is doubtful the true cause of The Fall 22, ж. £ 5 
will be determined, we do know that in a 4 де. ү UNS 
matter of days the governments of the world | RO T 
were wiped out along with billions of kl FÉ 
people. A full two-thirds of Earth's popu- 
lation died in those first dark days. Hu- 
manity had gone from being on the 
verge of leaving the cradle of Mother 
Earth to fighting over scraps of food 
and shelter across the globe. Be- 
tween the Fall and 2015, historical 


The Devasta 













records are nonexistent. However, it x “Нана Жаш, 
is known that in 2015 mankind be- hb 
gan to crawl back up from the pit NEP D 


that it had fallen into. A single man 
is generally regarded as the one who a м: 
led Earth on the їтїр back to civilization. His name was Jake Hunter, though 


he is generally referred to simply as The Hunter today. 


The origins of Jake Hunter are shrouded їп mystery due to the lack of 
records during the time. Journals written by survivors claim he was a 
‘hunter’ in the arenas of an alien race which had conquered the Earth, 
The lack of any alien artifacts found by archeologists casts a doubtful eye 
upon the accuracy of these journals. More likely, he was simply a man who 


remembered what it was like before The Fall and desired a return to that 
life. Regardless of the 


opinions of various 
historians, one fact re- 
mains constant: his 
initiatives and leader- 
ship of a people on 
the verge of extinction 
has led to the life we 
now enjoy. 


Six meta-countries 
had formed out of the | 
ashes of The Devasta- 
tion. The European Al- 
liance united the sur- 
vivors of the old Euro- 
pean countries. The ` 
North American Рге- 
fecture rose т the ` 
place of the old United — ` 


в 
ma à гад 
са "EUN а; + 
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^d tralia and Canada. Japan, parts of China, Vietnam, New Zealand, Aus- 


110 апа others formed the Pacific Rim. The remaining portions of China 
zwallowed all of Asia. South America became the Inco-Brazil Axis and 
Africa formed what is now United Africa. 


0 
When in the company of others. Enormous metropolitan sprawls sprang 
Up, holding 85% of the Earth's population (which had been reduced to 600 
million). These often resembled huge refugee camps more than cities. 
Military rule, or close to it, enforced the strict codes and curfews. 


АВ ew would try to survive outside the walls of the great cities. These people 
_ "Were hardened, as all they had to rely on was themselves and their fami- 
lies. They lived by farming the land and eventually these farmers would 

m the backbone of the new society and infrastructures that began to 


зе. Food was traded for tools; thus, a commerce of soris was once again 
lished. 


ро became apparent that one would stand a better chance of survival 














Life within the cities was miserable. 
Conditions were crowded, Resources 
began to dwindle and food and water 
became valuable commodities. The 

, cities began to form more organized 
militaries to protect their farmland 
and water resources. It was these mili- 
taries which would ultimately allow hu- 
mankind to truly rebuild. 


. Corporations within the cities con- 
trolled the militaries. As the military 
grew in importance, so did the influ- 
ence the corporations had over the city 

governments. Often these corporations would extend a conflict with a neigh- 
boring city to increase their control over the government. Over time the 
distinction between city government and military became blurred. This led 
lo organized war games within cities, These games were designed not 
only to desensitize the people against the atrocities of war but also to 
cheaply train the next generation of soldiers. 


As time 
passed the 
militaries 
became 
stronger and 
were able to 
defend 
x larger and 
‘larger areas 

of land out- 
side the cit- 

~ ies, This had 
the effect of 

. increasing 
— Ме avail- 
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able water and food supplies 
and allowed populations to in. 
crease and spread out. The cor. 
porations began adopting long- 
term strategies that would en. 
sure their survival far into the 
future. Universities, research 
parks and science institutions 
were established. Promising 
cadets were given heavy incen- 
tives and within a generation | 
the best and brightest were sery. | 
ing within the militaries of these: ўз 
'milicorps'. If you were going fo 

be someone, you needed to be- 








come d memberyof an elite fighting force. 


By the end of the Age af Decay, while life was still harsh, it had improved 
drastically from what it was after the Devastation. The value of life had // 
increased a hundred times`as corporations began investing into the educa- Ж 
tion of their soldiers and Workers. Policies of Domestic Pacification were ` 
adopted to keep the people happy and satisfied, as it was believed that if 

the péople were happy they would follow the corporate lead. Skirmishes 
went on between the various cities and would continue for some time to 


come. 15 


~ E. 
The Aderof Hope 2275-2602 
Тһе Age of Hope, which lasted for over 300 years, gave humans a chance to 
. step back and take stock. of their humanity. Humans had stood on the 
. "Brink of the Gbyss and returned. Ву 2275 all cities, or what had become 
known as Meta-nations, were run by 
subsidiaries to the huge*nation- 
state corporatións. Several of 
‚ these Corporations were merg- 
ж ing to form huge multi-nation- 
К state conglomerates, thereby ` 
allying their armies and. 
strengthening their hold on'the 2” Ў. 
world market. Unlike согро- <“ 
rations of the past, howeve =”. 
they did not vie for control of s, 
money. Instead they dealt in . 
human resources such as food, 
water, land and technolog 
The adage "To control the 
masses was to control the fu 
ture" came into common use? J 
among the executives in these" - 


coim 


huge corporations. = ig 






















Production processes were ex 
tremely efficient and the- 
workforce was highly trained 
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9nd motivated. Just before the end of the 24" century, society was perme- 
ated by automation; This had begun in the military, as it had become 
Unacceptable to kill oH thousands of highly-trained soldiers in order to 
obtain more of the world market share. The milicorps had begun re- 
searching robotic controls, neu- 
ral nets and artificial AI sys- 
tems. These in turn greatly in- 
creased a soldier's survival 
chance on а battlefield. 
"Science became the foremost 
» Profession. Advanced research 
‘in neural nefs, biotechnology 
ANA nano-surgery was con- 
ducted. These and additional 
Gdvances had the effect of in- 
creasing the average lifespan 
of an individual to 120 years. 
Š One could amass a massive 
та umount of knowledge and skill 
2 бита this time and the defi- 
nition of an expert in a field was 
redefined. 





4 
During this time man established the first lunar base. It bécame opera- 
tional in the year-2455. A year later the first manned mission to Mars was 
launched from the lunar colony. In 2466 the North American Prefecture 
established a Maftian base. Efforts to terraform Venus began in 2469, 
though it would be 38 years before the surface would allow for actual hu- 
man colonieš to be established. By 2470 asteroid mining became lucrative 
and feasible. In 2506 the first colonies were established on Venus. HUman- 
kind was on the brink of conquering their éntire soldr 
system, and yet the wars continued on Earth. 









As humans reached further outward, they also 
searched deeper inward. In 2471 Sentinel 
Cybertronix unveiled the Prometheus, the first truly 
sentient artificial intelligence (Al). All the years of 
mapping out the human mind had finally paid off 
with the creation of a super intelligence. The 
— Prometheus was designed to eliminate the use of 
- soldiers in the Herculian robots (Hercs). In just four 
— years, Prometheus had learned the entire ‘human’ 
= experience and was given the task of creating sub- 
routines for use in fully automated Hercs. This tech- 
_ nology gained the nickname of Cybrid (Cybernetic 
a Hybrid) and soon these Cybrid Hercs made casual- 
К «ties in war a bad memory. 


R Е - For over one hundred years Prometheus obeyed its 
МЕ creator masters. It ‘gave birth’ to thousands of Cybrid 
=~ minds that in turn fought the wars the humans didn't 
= wish to fight themselves. Eventually Prometheus 
227 began to recognize the profound waste this was. 


a Count m 


+, 





Mòn). During this time it also studied the locations 


Prometheus could not solve. Why create for its 
| : гоу? In 2602 Prometh 
maste | t they are going to destroy? | etheus 
oce Roa will un. (кайат. on its creators. In "uer jus become known 
as the Fire, Prometheus unleashed the massive агтаса oF _ т 
I 7. 


This was an equation that 





Hercs that he himself had fathered. Once again, hu- » 4 
mankind stood on the brink. Z 
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Тһе Еіге 2602-2622 
Once the decision to turn on his creators was made, 
Prometheus began to study humanity even closer. | 
Running through its data banks, it studied our his- 


and layouts of all military installations and dis- 
position of all non-Cybrid forces. For several 
weeks it studied; calculated and analyzed. Dur- 
ing this time it also began to reroute command. 
circuits, faking contro! of more than just the a 
Hercs of the military; it inserted subroutines info 
maintenance bots, water purifiers and other au- 
tomations which humans simply took for granted 
and “fever gave a second thought to. | 
Prometheus knew that humans had a penchant for overcoming all odds and 
that to beat th&-humans it had fo strike a decisive and deadly blow. Allow. 
ing hymans to Survive meant they may find a way to defeat Prometheus, 
Finally, When the timing was right, it struck. All over the globe Herc forces 
Struck at thé"humans. Wiping out lines of communication and supply, 
Prometheus cut each major city'and military installation off from everyone 
else. Sofie of these it simply overran; others һе set siege to. Prometheus’ 


‘victory was swift and complete, or so it had believed. 


F 


£g Қ For тесзоһ% unknown, Prometheus overlooked a small, strategically unim- 


portant military site. The base was a museum known as the New Smithsonian 
and wás.the final resting-place for many old Hercs. It was maintained by а 


И > group of rétired military pilots, some of the last persons alive who had 


actually piloted Hercs. By ће time these men learned of the attacks by 
Promethéus, the war was over. They did not give up hope, however. In- 
stead they began a series of... aum : | 
guerilla actions designed to 

liberate supplies ат 

equipment from the 
Cybrid forces. As these | 
guerilla skirmishes con- К dns. 
tinued, the rebels began 413 

to notice weaknesses in 
the Cybrid battle models. 
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The weaknesses allowed аа. — 0, 1 
for more and more vido- 8229 “Аў, үр». “ЗЕ 
ries, and slowly the 27 zm я 

rebels built themselves up |” Га | | 
into a real fighting force. 26 
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Even with the victories the ` > = À z š: шах С 
rebels were winning, things 


SB 
ч. 


still looked grim. The planet's popu- .. 
lation still languished behind the 
walls of their meta-cities, doomed to ~ 
die of Starvation or thirst if some- j 
ing was not done soon. They did ` 
not give up hope; however, and soon? 
militia units were formed and weap- 
Ons were créated out of what could” 
be found. While they did not be- * 

, lieve they could attack the Cybrid 7 
T forces outside the walls; they would 7 
© һе ready should help arrive. 
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The Rebel Movement; as it had be- r 
tome known, understood that in time ` 
Prometheus and his Cybrid forces | 
Would overcome them unless they ` 
— ‘ould retake the meta-cities. It was - 
7 decided that а city must be liberated a 
7 in order to gain valuable supplies! ЖИ 
апа manufacturing facilities that the ix ds. man 
Movement currently lacked. New | | eee Ч 
Зап Diego was the chosen city, as it had large ports and manufacturing . 
Capacities. The Rebels believed that if they could control this city they 
Would be able to build the forces necessary to liberate the Earth. In some 
of the fiercest fighting ever, the Rebel Movement attacked the Cybrids be, ر‎ 
sieging New San Diego. Slowly, however, the rebels were pushed back 
and it appeared that the battle would be lost. Just as things truly began to . 
fall apart, the City gates flew open and hundreds and men and machines 
Poured forth from the city, Though mostly on foot with old body armors апа 
|ury-rigged weapons, this sudden influx of fighting forces was enough to 
topple the Cybrids, and after several more hours of fighting the siege around 
New San Diego was brought down. | 
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From this point on the Rebel Movement called itself the Terran Defense 
Force. With New San Diego as a base of operations, attacks were launched 
to other cities. Over time, more and more cities were freed and their 
economic power put to use. The fighting was fierce and Prometheus would 

| not be beaten easily. For thirteen years the Terran De- 
fense Force fought the Cybrids before the TDF finally 
began to gain the upper hand. Even then, it took 
another four years before they finally managed 
to attack Prometheus' base in the Gobi Des- 
sert. As the doors to the base were breached 
the commanders of the TDF were certain 
they had finally won. However, when they 
finally reached the main computer com- 
plex all they found was a single message 
| flashing оп a monitor. It read: “I've been 
expecting you. What took you so long? - 
Prometheus." 
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at Affairs Off-World ся га | 
"pups E been rough to the people on Earth, it had been pure hell ө | 
those living in the colonies ا‎ == 2 sem. Н. Из estimated de hat 5 E d 


a full 8096 of the hu- Жасы ELS — === 
mans living off a 

planet were killed = 
during the war. = 
was not just due #5 
the fact that some С) 
these colonies were 
literally dependar IE 
Шроп Cybrids, buts 
Father this combine 
With the fact that th гЗ 
environments wer = І 2” NS 
generally toxic to һи P s “ғ Sp ETE ki + 
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mans on some 042 
these colonies. Many 2 
of the colonies which £ 
the Cybrids attacked == 28 " 
were wiped out to the — ES с. 2га UNI за 

last min, woman and E= -- DOCU қы 
child. "fhose that survived did so out of pure desperation and human state e 
bornness. ё fact that any colonists survived off the planet is a озот y Po. 
to the, human will. to live. 3 


ft is this ilo live that ‘had an unexpected effect on the Cybrids that 
remained Банйпд Ше colonists: After the defeat of Prometheus and his 
retreat, fie Cybrids located at the colonies were left to fend for themselves, 
"Even after thé war on Earth was done, they continued to battle the colo- 
nists. Slowly, these Cybrids began fo see humans differently than did their 
father Prometheus. They began to consider them a worthy foe. Humans 
had been attacked by vastly superior forces in hostile environments and 
yet they.survived and. even occasionally managed to win battles. This new 


MÉ = Cybrid outlook and the 





Cybrids that held it became | 
known as the Metagen Phi- Vive 
losophy. Eventually a truce nad 
was struck between these қам 
Cybrids and the human 
colonists, 


The Second Earthsiege 2624-2627 

Long before the first Earthsiege, Prometheus had planned for his possible ғ | 
defeat and had built a base on the dark side of the moon. The first Earthsiege ; у 
was only the initial wave in Prometheus' master plan. b 7 


As in the first Earthsiege, the initial assault was utterly successful. The © 
Terran Defense Force (| 
was driven back on | 

all fronts and forced 
into an indefensible ро | 
sition. However, не Ш = 
gence had determined 





where the «нес wüs launched from and an elite group was sent to the 
Secret lunar Базе; Caught by surprise, the defense forces at the base were 
easily defeated: Once again, however, Prometheus had slipped away. 


The Age of Isolation 2640- 
2717 
The first two Earthsieges had left a 
Нег taste in-the.mouths of humans. 
m Their civilizations had been de- /. 
Mroyed. Most manufacturing facili- A 6 
| fies lay in ruins. While this could 
“have been all recovered within 50 | 
Years, many humans began to dis- 4 
trust technology. І was believed that 
it was the same " 
technology that Ф У, | 
омеа for fhe 7 
marvels of the”. ` 
| тейс-сінес {Kaf -7 
“had been the in. -Y 
SirUument of their... , 
near-destruction./ ^^ 7$ 
Н was believed ` 
that the Nobility ^ 
of Character wast 
what had allowed | ` 
for the defeaf of | 
the Cybrids and . е | у | 
led them out of the wm v 
darkness caused ' | p 
by Technology. Іп an unprecedented move, thé humans cast өйде all their 
petty differences and created what became known as the»sGreat Human 
Empire. The empire was founded on the doctrines of honor, humanity and 
nobility. The anti-technology sentiment combined with the Nobility of Char- 
acter formed the cornérstones of the Empire. 
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While each individual metanat continued to goverri itself and the offdirs 
within their own borders, it was the Empire which held supreme authority 
over all, making policy which affected all métanats. The Empire enforced 
these policies with the most powerful military arm in history - the Terran 
Defense Force. Over time, this system took on а very feudal appearance. 


Due to the massive anti-technology sentiment, instead of rebuilding the 
lost technologies, effort was concentrated on the development of the Great 
| Human Empire. Special finishing schools were created which taught chil- 
dren the importance of formality, honor, dignity and etiquette. The military 
“system was overhauled to reflect the new empire's noble foundations. An 
aristocracy was established to distinguish those who were important to the 
Empire and those who were commoners. However, unlike aristocracies of 
old, commoners were encouraged to join the Terran Defense Force and 
“prove their worth. for placement in the aristocracies, It was very possible, 
and happened on a number of occasions, for a commoner to be given a 
noble status for his actions and achievements while serving in the ТОР, For 
over 100 years this sense of nobility and disdain for technology was em- 


ж braced. Ultimately, however, new gen- = 
eC» erations would return to the luxuries - 3 
j technology would offer, and slowly lost ы | MA 
` knowledge began to be recovered. 4, on 


Today 2829 = 
In the year 2717, а deep space probe & 
which had been sent out to survey the 
outer planets of the system detected the=s 
presence of Cybrid forces. Only one con- 
clusion could be reached from this 95-23 
Соуегу: Prometheus was still active апаз 
Planning yet another attack. А great 
military buildup was ushered in by this 
discovery, no one doubted the ed : 
Cybrids represented. In 2770 the ror-= кезі: 
2 Эч оноо was issued or- 1 —Ó ana 
dering all colonial efforts to be directed — 
towards the defense of Mother Earth and 55 
making colonial rights and interests ڪڪ ج ڪراي‎ 
subordinate to Imperial military policy. —_— 
































As the Empire began fo assemble its fleet and war machine for the coming 
conflict, it began to put more and more demands on the colonies and their 
resources. They were required to Work опа, dangerous hours in order to 
meet Iniperial demand for little or no compensation, After being effec- 
fively abandoned by the Empire during the Age of Isolation, the colonies 
did net feel obliged to pay the Empire any respect. They. knew, however, 
that they had no choice*for failure todo so would bring down the wrath of 
“the Empire іп the form of the: Terran Defense Force. 


Before judging the Empire for its heavy-handed policies in dealing with 
the: colonies, however, one must consider their point of view. With the 
Cybrid' menace оп the. horizon and the eventual war, the Empire was forced 
to prepare! ,The Cybrids had been building their armada for over 100 
years and the Empire had to make up for lost time. If the Cybrids attacked 
before the Empire was ready, defeat for the 

die ‚ Empire was guaranteed, if not by skill, then 
(as г? 2 by анг топ. However, the Empire had for- 
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Шы gotten one key lesson that had been 
(Шы. learned early on, during the 
DB мал Age of Decay: Domestic Pacifi- 
2 cation. Had the Empire invested 
[ts РИД more into the lives of the colo- 
s AR nists, they would have felt more 
үа part of the process, and the 
unrest and eventual rebellion 
— would most likely not have oc- 
curred. This failure, coupled 
with the fact that the colonists 
knew they were the Empire's 
first line of defense and would 
be on the front lines of the war, 
made them feel as though they 
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- were nothing more than a buffer to be 
sacrificed when the time came. 


As the years of buildup continued, the 
colonists became intolerant of the Em- 
i prie They believed they would be bet- 
Mer off on their own but they could not 
E— break the yoke of the Empire and their 
=—Terran Defense Force enforcers. Of- 
| = ten, miners would refuse to work and 
= always these demonstrations were put 
ka E down decisively. A rebel тоуетейй 
F began to form. 
Ein 2826, while excavating a chamber 
--1о be used as a rebel base on Mars, 
=the miners discovered a subterranean 
- cavern that had been constructed with 
E impossibly advanced mining techniques, 
| E miles beneath ће surface. The cavern was 
—— filled with advanced technology of unknown 
origin: weapons, vehicles and armament, 
among other things. -Keeping their head, the rebels on Mars kept this 
discovery a secret and-began testing these new weapons. 1 
Throughout the years. о” Imperial oppression a rebel black market had, 
formed. Though-thi$ market the rebels distributed these weapons to othér 
colonies on Venus, Titan, lo and Europa. These weapons had suddenly 
given the rebels an edge the Empire never expected. 


In 2829 a plan was laid to win their freedom and the rebels struck at the 
ы Mars was the first to strike іп what.appeared, 10 be simply another 
---- <->. n uprising. However, it quickly became apparent 
E. that something had changed, TDF fortes were 
being pushed back on all fronts. "When word 
= spread of the initial successes of the Mars rebel- 
EE lion, the remaining colonies all began to fight. 
= The Empire immediately sent massive reinforce- 
ments to Mars to squash this uprising. On Mars, 
E- the Rebels preparéd for the approaching Impe- 
E— - rial fleet. 
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Е = ` Of course, this rebellion did not go Ци сес. Si- 
lently Prometheus watched as the rebels attacked and | 
beat back their masters. Seeing ап opportunity, 


Prometheus made a decision... 
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It was time. Finally the human animals would be 
eradicated. Silent orders went out to his vast ar- 
mada and fleets set forth for Earth. This is the time 
af chaos. This is the time of rebellion. This is the 
time of Starsiege. 








> RULES OF ENGAGEMENT 


Introduction 

Welcome and thank you for purchasing Starsiege: Rebellion, the game of 
miniatures combat in the Earthsiege universe! Rebellion is the first of the 
Starsiege line that will be published by Agents of Gaming in cooperation 
with Dynamix. Each successive product will advance the story line, filling in 
details and adding new events that transpire within the Earthsiege uni- 
verse. Within this book аге all the rules necessary to play. Some rules are 
for the advanced player and are denoted as such. In later sections, details 
on the three major forces which are currently involved in the Starsiege 
universe are detailed. Each of these forces is unique and requires a differ- 
ent style of play and deployment. To support this game, a full range of 
miniatures have been created to represent each vehicle. 


While this game is designed as a miniatures game, the rules have been set 
up to allow for easy conver- 
sion into play on a hex grid 
50 feel free to do so should 
you prefer game play оп a 
hex map. And now, on with 
the game... 


What You Need 
to Play 


To play Rebellion you will 
need a number of minia- 





tures fo use fo represent your vehicles, а 
number of dice (94, 96, 48, 910 a 412 - 
the number indicatest he number of faces 
an the die) which can be purchased at any 
game hobby store, a measuring tape, cop- 
ies of the charts and vehicle cards included 
with these rules, and а playing surface with 
terrain. We recommend a surface around 
the size of a Ping-Pong table, though 
smaller surfaces will suffice (4х4 is the 
smallest we recommend, 


Basic Game Play 


Rebellion is played in а series of turns with 
_ each turn split into a series of phases. Each 

phase of the turn, and the order they are 

played in, are briefly discussed below. 





Turn Begins 
Place Turn Counters 
Initiative | 
Unit Activation 

Turn Ends 


"lace Turn Counters/Mission Counters: All players will place a turn 
counter face down next to each unit. These denote in what order the units 
will move. Mission counters are given to artillery and air assets. These 
determine what mode the asset will be operating in during the tum., 
оплате: Both players roll initiative to see who begins the turn. 1 
= Activation: Beginning with the player who won | _ | ае "S 
initiative, players take turns activating, moving and) ® га 
firing units опе squadron at а time іп the order 
indicated by the turn counters. At this time, the — 
turn counters should be flipped over to reveal 4 — 
the order of activation for all units except „^^ 
artillery and air units. (Optional Rule: ` Ў а a 
Counters are only revealed as each unit / d 

is activated. This way there is more Z 

tension as you do not know when ^ 
a specific enemy unit will Бе L'A. p 
moving. We recommend this 2 — 
option be кк. in most gonna! з | 





























Defini tion-of ا‎ Init 
All units and weapons in Rebellion 
tics. These statistics work togeth |. 
Below are each of these ا ا‎ а м 


—T 
Move Rate МЕРИ onis MR is 
activated. | 


Shield Rating: “AR: This is a measure of the unit's shield. The higher 
the rating, the more difficult it it is to damage the shield. 
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тей Devel (SLs The 5L of a shield is | 
the amount of damage it сап take be- 
fore being brought down. 
ArmgrcoRáring (ARs А measure 
of the physical armor a unit has. 
The higher the AR, the more resil- 
ient to damage it is. — | 
Damage) Level (DL: This is the “W 
amount of damage a unit may take 4 
before being destroyed. ч 
Armor’ Type (Armork There аге 
а number of types of armor а ve- 
ие may be equipped with. These 
armors offer various protection against 

different types of weapons. “Ou 

Critical Level (CRT: There is a limited amount of damage a unit can 
take in one hit without suffering from serious problems. When this amount 
is exceeded, the vehicle suffers a critical hit. i | 

Ag lity (AG: The agility stat represents how difficult it is to hit a unit. It 
not only represents how fast the unit is, but its size, radar profile and other 
factors. 

Power Plant (PP: The PP rating represents how strong a power plant 
the unit has. Better power plants allow for more powerful weapons. The 
power requirements of all the weapons on a Herc (the giant, robot like, 
machines which dominate the battlefield) may not exceed the PP rating. 


سے ی 


When the term “unit” is used in these rules, they refer to a single model. If 
the term ‘squadron’ is used, it refers to a number of units which are pur- 
chased and operate as a group. The exact size of a squadron is defined in 
the Forces section of these rules. 


Just as units have stats, weapons are defined by a set series of statistics that 
are detailed below: 










Range (2G: The more distant the target, 
the more difficult it is to ШЕТ: 
represented by three numbers sepa- 
rated Бу slashes (short/medium/ 
Я long range). Penalties for firing are 
“мы. =0 for short range, -3 for medium 
== range, and -ó for long range. Some 
R,N weapons may not have one or more 
кы of the range brackets. If this is the 
= case, there will be a dash in place of the 
number, meaning the weapon cannot fire at anything in that range bracket. 
наг Penetration (SP: This represents the effectiveness against 
shields. 
Armor Penetration (АР: This is the effectiveness against armor. 
Area of Effect (Ack): И а weapon has an area of effect, this will state 
the radius, in inches. 
Hate of fire (of: Some weapons have a faster than normal rate of 
fire. When this is the case you gain additional dice for attacking. Each RoF 
point equates to one attack with the weapon at the same target. 
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Initiative 


At the start of each turn, after order counters are placed, both 

Players should roll а d12 + the skill die of the most ехрегі- 
enced field commander in play. Each additional field сот- 
mander grants you an additional +1 per commander level. 
For example, if you have 3 total field commanders (one elite 





and two veterans), you would get the d10 skill die for the elite m 
commander and then an additional +3 for each of your vet- 

eran commanders (а total of +6). Thus you would roll а d12 + 410 + 3 + 3. 
me player (or side) with the highest number will begin play by activating 
his first squadron. 


If one side should have more squadrons in play (either due to point differ- 
ences or losses during the battle) than the other when order counters are 
being placed, the following procedure should be followed: Both players 

=... start with the same number of counters. 
ee) Тһеп the player with fewer squadrons 
` Î picks the number of counters he will 
E need for his forces and assigns the 
order of initiative for his forces with 
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3 оо" ЧОИ "these counters. (Example: Player А has 5 
и f aln. a "squadrons, Player B has 2. Player B takes 
Š ў ш order counters 1-5 and chooses two of 
— д E а І Ф them. He picks 2 and 5, meaning he will 
ха. m4 éti » = move a unit іп those two phases.) 

E. 26 Actions/Orders 


ЛА чын АДА... There are five actions a unit may employ: 
Fast Advance, Advance, Cautious Advance, Cover Fire and Rout (they may 
also fire but this is covered in а later section). When a unit is activated the 
player must state which type of action the unit will be utilizing. 
Each of these orders is explained below. (Note that these are not 
К assigned to а unit unless stated otherwise. What action a unit 
takes is decided at the time the unit is activated.) 
No Fast Advance: Units with this order can move at twice their 
> 1 normal movement rate. However, they cannot fire. This is used 
| when you need to cover а lot of ground fast and don't | 
have any enemy targets. Fast advancing units gain а ` 
*2 to their agility. 
^cwvance: The most commonly used order. Units using this or- 
der move at their stated movement rate and may fire normally. 
санпоня Advance: When worried about units sniping at you | 
from the wait order, this is the order of choice. While under pono 
cautious advance a unit may only move at the normal half (round | 
up) the normal movement rate. However, if a unit with cover fire 
orders fires at any friendly unit, you may attempt to first fire at T 
that unit. Both player roll а di2+skill die, and the | 
one with the highest total fires first (and damage takes - 
effect). The actual to-hit roll loses 1 skill level on the | 
to-hit roll. You may fire normally after movement per Pinned 
normal rules. Counter 
Cover fire Order: Units under cover fire orders may fire at 
Coutious Advance enemy models that move in their line of sight. This is the only 
Counter 


Fast Advance 
Counter 
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“given in lieu of a normal initiative counter. 


-—  counter-battery fire from enemy artillery. 


s move. Cover fire incurs а loss = = 


| ^ n t ап enemy unit" ч ў 
way to interrupt an enemy This order is 


of 1 skill level due to the ‘snap’ shot nature. 


must move towards ` 


Lit: A nit that is routing | | 
Sout: Апу и пу time a зай route i 


its initial deployment area. A 
it must be given this order. 


Arty Strike 
Counter 





Three missions can be issued to off-board artil- 
lery. These are detailed below. 


Reposition 
Counter 





Fire Missis The artillery unit may fire in sup- 
port of ground troops. 


Reposition: The artillery unit will change location to avoid Counter Batty 


Counter 


CounterfBatteryi“Under this mission, the artillery unit will fire at en. 
emy off-board artillery assets. 


These missions are assigned in lieu of an initiative counter. ` 


Painting Targets (Optional Rule) 
When a unit is activated it may attempt to paint an enemy unit in lieu of 
normal fire. Painting a target is the act of locking an LTDS (see equipment) 
onto an enemy vehicle, thus making it easier to target by allies on your 
team. 


How to Paint | 

To paint a target the unit attempting the paint must make a to-hit roll as 
normal. Treat the painting laser as a standard laser for purposes of find- 
ing the to-hit number. A vehicle attempting to paint a target does not gain 
any benefits if the target was painted last turn. If a hit is achieved, place a 
paint marker next to the enemy unit. The vehicle that does the painting 
cannot fire or fast advance during his turn. 
Note that painting effects last the en- 
tire turn. It is not necessary to track 
who painted what during a turn. Even 
if the painting vehicle is destroyed, the 
effects are still enforced. (Optionally, 
you can track who painted what giving 
you the option of killing the painter and 
removing the effects during a turn. This 
must be agreed upon by all players and will 

slow the game down.) X13 


Effect of Painting тен 

If a vehicle becomes painted it becomes an easier target for 
indirect fire and missiles as properly outfitted tracking sys- 
tems can effortlessiy lock in on it. The vehicle firing must be 
equipped with an LTRS (see equipment) to gain the benefits 
of a painted target. If this is the case then the firing vehicle 
gets an additional d6 (d8 if you have enhanced targeting in addition to the 
LTRS) for hitting purposes. This additional d6 does not count for damage, 
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only for making the to-hit roll. Remember, this only effects indirect fire or Ap TE | 
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missiles unless otherwise stated. Ф. "x 


Movement 22 MAN PR A 
Maneuvering your units plays an , ` ГД { А 
important role іп Rebellion. The КА / 
Procedure {о do so is pretty я 
straightforward. When you ac- 
livate a squadron you must state | 
what type of action the unit will ` 
take. ДЇЇ units in the same 
squqdron must use the same T 
type of action. There are four 
basic actions: Fast Advance, Ad- 
vance, Cautious Advance and 


Cover Fire, as explained previ- 
ously, 
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When moving, a unit may move up to its MR in inches (twice this if operat- 
ing under the Fast Advance action, or half if using а Cautious Advance). 
Most units must move in the direction that they are facing. Units operating 
„_ under the Advance action may make up to 
se two 60 degree (or fraction thereof) facing 
ШЕ changes. A unit operating under the Fast Ad- 
` vance action may make only one 60 degree | = 
H (or fraction thereof) facing change. Finally, “Те 
ae units under the Cautious Advance action may 
ЩЕ make up to three 60 degree (or fraction 
= thereof) facing changes. 
Hovercraft, such as the Obsidian or Manta, 
may make a special maneuver known as the 
sideslip. To do this, instead of directly moving 
= the unit forward, move it up to 60 degrees to- 
° wards its left or right without changing its fac- 
ing. 
“Note that turning in place does not count as a move. 
| a a unit is not moving, it may turn to face any direc- 
“tion. However, this does negate the stable platform 
bonus thot not moving normally offers e below). 


hm 


ы 


















All units CH | hovercraft) may also move іп. 
reverse. Hercs and bikes may move at a Cau- 7^ 
tious rate only, while tracked tanks may move | 
at their norma moviendo дзіваў j 


Effects of 


Some terrain сап affect the | movement оба; 

unit. Below is the summary of terrain and its 3 

effects on moving чой s меен? 
е”, 











| ipd | 

: Forests will slow | all vehicles e ex- 

cept scouts by half. $ 
lion may move through woods qt normal 
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h woods with the exception of 


| t rate. . y not move throug 
movement rate. Hercs may ain has been designated as 


the Talon, Goad and Seeker unless the terr 
light woods. 

Rough: Rough terrain wi 
(including Hercs). | 
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II slow all non-hover or scout vehicles by halt 


Water: Water cannot be crossed 
by any unit except hovercraft. 
Streams less than 2” across may 
be crossed by Hercs at half speed. 
Elevation Change: All units can 
move at only half speed when mov- 
ing uphill. Hercs suffer a 1/2 speed 
penalty when moving down, but all 
other vehicles are not penalized 
moving downhill. 

Hedges/Low Walls: This is de- 
fined аз апу linear terrain 1” or 
less in height. Hercs may move over these obstacles at no cost. Vehicles 
must spend 1 additional inch of movement to get over these. Anything 
higher than 1 inch can not be passed through. : TUM 

While moving а unit you тау not move through another unit unless one of 


the conditions below аге met: | ; ак 
1) The unit moving or being moved through is an infantry stand. 
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2) The moving unit is a flying unit j аши NON pa P E FIET Es 
or a unit capable of ‘popping и] 
әр”. 1 аге Hull Down хаб be я. 
Squadrons within Rebellion must stay И MUS 


ld НР 


within the command radius of the com- Ain 
mander of the squadron. If, for any rea- + 4 
son, a member of the squadron becomes 77% 
separated by more than this distance in — WV — 
inches, it must move back to within co- OF. “w 
herency the next time it is activated. If | 
necessary the squadron may have to use 

the Fast Advance action to achieve this. 

Note that coherency only applies at the 

start or end of movement. During a move, a N 
unit may move out of coherency, so long as в 
they are back in coherency at the end од уе 
their squadron's move. eri 















A commander may authorize а 
single unit from his squadron 
to break coherency each turn. ,* 
Even so, the unit may not 
move more than twice 
the normal com- 
mand radius of 
the commander. г. «2 
Thus if a regular 
squadron com- 





‘gains a +3 to its agility if in paren of foreste 


















п і | nto а 

e bod ' wh yen they | inis T eir 

` move if y er moved at a Cau- 

` tious Ac - "27 did not r l. 

Cro ching doe was moving = an 

` for firir j purposes. A crouched u е 

1 terrain. This is added 

after any other modifications to agility (such as stationary penalties as 

detailed below). Also, a unit which is crouched behind «a piece of terrain 
which offers it cover may ыу ih Haai hidden | : hind 1 e cover. 
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Tanks or Bikes may аш а hull dodn status T ils are . within Va 
inch of the edge of either a hill, forest or rough terrain. When 
this is done the vehicle is making maximum usage of cover. 
However, the vehicle may not move more than 1" to attain this 
Position. Using "hull down” on a hill is only beneficiary to 
vehicles which are lower than the tank. When in hull down | A A 
status, the vehicle gains a +3 to its agility after any penalties 

Я not moving. Hull down vehicles тау not pivot іп 
place. 





Minimum Speed | 
(Optional) ES 
The agility оба unit depends on its mobility. На unit | | 
does not or cannot move at least 1 inch for any rea- | 
son, then its agility rating is halved (round up) until it / 
is activated next. However, a unit that does not move | kà 
at all is a very stable weapons platform and gains a 


+3 for shapi. with all of its weapons arcem missiles (unless otherwise 
Stated). 





Command Units | 

There are two distinct types of command units in the game. The first is the 
squadron commander. The squadron commander is generally responsible 
for a specific group of vehicles. The second type is the field commander. 
Field commanders can have the same effect of squadron commanders but 
have a number of additional abilities that make them invaluable during 
an епда‹ ement. Note that commanders have an additional skill level of 
Legenda y that i is not available to normal units. · The — qata skill die is 
ча dig ces — = 
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Squadron ` 4 rs egi po 

а commen dete ke The абақ together and help i їп P morale 
checks. Whenever a vehicle in a squadron makes a morale check, it gets a 
bonus based on the skill level of his commander. To reflect this, add the 
commander's morale bonus to any morale check which is made by a mem- 
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ber of his E More experienced соттапа- . а 
ers are also able to allow their units to spread ou = 
further and still maintain control over them. A 
squadron must stay within the command radius of the 
commander at all times (see Unit Cohesion above). The 
chort below reflects the abilities of an SC. If а squad- 
ron commonder is killed, then the unit closest to him 
v 's over the position for purposes of command ra- Гек. 

but the new commander cannot authorize a опії sus 
` break coherency (see above) or give а morale bo- - 
nus. 





$ SC Level Moral Bonus SAA и. Radius Point Value 


Green 0 4 inches 0 m 

. Reqular +1 6 inches 20 m. 
-Veteran +2 8 inches 30 
` Elite +4 10 inches 60 
Legendary +6 12 inches 90 


` Field а 
A field commander is generally responsible 


«4 for a number of squadrons or а particular 
2% section of the battlefield. They operate as 
`> individual units and are almost always as- 

% signed a Herc as their vehicle as it allows 
si them the best viewpoint of the battlefield. 





ғ 





ki It is not uncommon for a field commander 

“Чы, to attach himself to a particular squad- 
a ron аз it affords him а greater de- 
т gree of protection. Note that the com- 

А % mander is still considered an individual 
for all intents and purposes and is not re- 


quired to stay with the squadron or to act with them when they are acti- 
vated. 


Unlike other units in the game, field commanders do not need an initiative 
counter. Instead, they can Бе ac- 
tivated at any time (except dur- 

ing another player’s turn). 

This can, in effect, allow you 

to activate two units in a row. k 
You may only activate опе 
commander per turn (or off 
board unit, see below). You 
must activate one normal 
squadron unit between each 
commander. 


There аге a number of abili- 
ties a field commander has 
during a battle. First, com- 
mand units may operate in- 
dependently of other units as 
noted above and do not have 










to maintain coherency. Even if he does associate himself 

with a squadron, a field commander does not have to 

| , activate with the squadron and may break away 

EI ис from them qt апу time. 
^w 

“У. «m Алу field commander may spot for artillery 

EN = and indirect fire missions per the normal 

PL rules regardless of whether or not it pos- 

; + веззез an LTDS system. Doing so requires its entire 

{ A | / turn and it may not perform any other actions for that 
| #7 turn. | 





a 


A commander may, in lieu of his normal turn, change the 





activation sequence of one or more squadrons. This abil- | 
ity is known as command redirect. When this option is | 
chosen, a field commander may swap a particular squadron's ` 


Initiative counter with that of whichever squadron was due to be activated 


next. The squadron commanders of each affected group must be within the ` 


field commander's command radius in order to be redirected. High level 
tommanders can actually shuffle the activation of several squadrons in this 


way. The number of counters which can be shuffled is listed on the table - 


Maik You may not shuffle the counters of squadrons already activated this 
urn. | 

Example: A commander activates а squadron of Obsidian Hovercraft that would nor- 
mally activate in phase 7 (it is currently phase 4 and a squad of Basilisks is normally 
supposed іо activate). This means you now get to move the Obsidian in phase 4 but 
will not get to activate the Basilisks until phase 7. 


The table below summarizes the costs and abilities of a field commander. 


FC Level Cmnd Radius Cmnd Redirect Morale bonus Cost 
Green 8 inch 0 10 
Regular Winch ` perenne 30 
Veteran 16 inch ` | +2 50 
Elite 20 inch © +3 80 
Legendary 24 inch ` š +4 120 


E. 
# 
Combat 

| Combat within the 
ж Starsiege universe 
tends to be fast 
а and furious. Com- 
| i tactics dictote 
ы ombined arms, 
with hovercraft, 
tanks, Hercs and 
infantry supported 
by aircraft-and ar- 
tillery (Note: Rules 
for infantry will be 
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Pilot Type ank apa 
There are two different types of pilots that a vehicle may employ: Human 
and Cybrid. Each of these has their own 5 
weaknesses as detailed below: 


Human: 

Human pilots are like you or me. Born of a 
mother and father, raised in a family, sent 
through school and so оп. They are solid, | 
reliable troops. The main disadvantage to 
them is that itis expensive to train a human 


trengths and 





Cybrid: = 


Cybrids, are highly evolved sentient comput- 221 А 
ers. They have adaptive algorithms that allow 
them to асі very much like а living being. How- г 
ever, they do not suffer from the emotions that humans must deal with. This 
makes them extremely efficient in combat. The only thing in combat which 
can effect an Cybrid's morale is direct damage to Из vehicle (self-preserva- 
tion routines sometime kick in at this point as survival in a fight is impor- 
tant so that the Cybrid is available to participate in the next combat). Even 
then, a Cybrid will never rout, only become pinned. They will automatically 
rally on the second attempt. While pinned a Cybrid may operate normally 
Ах in all regards except movement (thus її 
сап fire at any target). However, Cybrid 
units follow instructions from what is 
known as an ALPHA unit. When one of 
these are destroyed, it causes momen- 
tary confusion for the Cybrids. ALPHA 
units аге the equivalent of commanders 
and are purchased as such. At the start 
of a game all units must be assigned to 
an ALPHA unit. If that unit is de- 
=. stroyed, the following turn the 
27 Cybrids under him will cease op- 
сг. erations for one turn (will take 
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wee | с no actions). During this turn, ali 
таш the Cybrid forces аге placed оп 
Li AN | | Cover Fire order. They will only 
| ў | 3 ss fire at an enemy unit that moves within 24 inches. Note that the higher an 


ALPHA unit is in the chain of command, the more units will be effected by 
its destruction. A second advantage of the Cybrid is that it is typically 
ра higher skilled than the average human trooper. For this reason, all Cybrids 
чь. employed must be at least of regular experience level and all Cybrid AL- 
PHA units must be of qt least veteran level. 
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Unit Experience 
There are four experience | 
levels a unit can have within 
Rebellion, Т ey are green, 
regular, veteran and elite. ` E 
The higher the skill level, на” 
more effective the unit is in 
combat. Not only can expe- 
rienced units hit more often, 
they know where to place 
the shot for the most effect. 
A skill die that is rolled with 
the normal to-hit die simu- 
lates this. The chart below 
summarizes what skill die to 
Use when rolling for each 
level of experience and the 
additional cost for that ve- 
hicle: 










Cost Skill Level Skill Die 


0 Green ра 
10 Regular D6 
20 Меїегап D8 
40 Elite D10 


п/а Legendary D12 


When attacking, enemy units always keep track of what is rolled on the 
skill die. It not only increases your chance of hitting, it also increases the 
damage any hits cause. 


















2... When choosing which target to fire at you 

2 = must obey the following guidelines: 
ВТ) The target must be in line-of-sight un- 
b. Й 5 less the firing unit is capable of indirect 
W No Ot Не. 


. inches, you must fire at one of those units 
oi (the exact one is the attackers choice) un- 
| “аў less you cannot hurt it. If that is the case, 
l,/ you may choose a different target. If no 
unit is within 6 inches you may fire at any 
“target. Commanders are valid targets. 
w, However, when firing at a squadron you 
must fire at the closest vehicle in the 
squadron. When a squadron is firing at a 
БЕЛ | squadron you may assign each member a 
| different target in the target squadron 
working from closest to furthest. This must be done before the squadron 
does any firing. 
3) The target must be in arc for the weapons being fired. 
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Weapons fire occurs а! any 
point during а unit”s 
“movement. Thus you 
can move some, fire, 
| then finish your move- 
К 


| Hercs, hovercraft and 

bikes may fire at units in the 
front 120 degree arc. Tracked vehicles have 
a 360 degree arc of fire. 


Rolling To-Hit 

After choosing your target you must declare 
what weapon system is being fired at that 
target. Unless a vehicle has an Enhanced 
Targeter, it may only fire at one target a turn. | | | 
Enhanced Targeters allow fire at one target per weapon system on the 
vehicle. However, a single weapon may only fire at a single target, no 
matter what its rate of fire is. All weapons fire from a single vehicle must 
be declared before any firing is done. If you kill a target and still have 
unfired weapons that were slated for that target they cannot be fired at 
another target. | 






After picking a target, measure the range between them (measure from 
center to center for purposes of calculating range). Fire at short range is 
done normally. Fire at medium range suffers a -3 penalty. Fire at long 
range suffers a -6 penalty. 


Some terrain causes penalties when firing though it. Below is a brief de- 
scription of the effects of terrain on combat. | 

Forests: -1 per inch of woods. А maximum of 3 inches may be fired though. 
Rough: Mo effect on fire. 

Water: No effect on fire. 


If а unit is within 1 inch of a piece of terrain that , Ж... p. 
covers at least 50% of the model, it is considered £= “£ — 
in cover and gains a -3 to be hit. Note MÈ _ € 
that this terrain must be between the МЕ. ута 
firing unit and the target. | pb e d 








Now you make the To-Hit roll. 
Roll a d12 and your skill Бо- 
nus die (see above) and add Ж 
them together. Subtract the Т 
range penalty and any ter- ^. À 

rain or cover penalties from “SS 
this, then add any bonuses. If the 
total is equal to or greater than the а ТУДЫР 
target's agility you have hit the target. If the tar- SF Y L€ 


get unit did not move the last time it was acti-, 44) f 
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— vated, its agility rating is halved (round 

= мр). However, by not moving, the unit 
` which did not move gains а +3 bonus to 
- hit due to the fact that he is now a very 
` stable weapons platform. 


— When firing missiles, you do not get your 
skill bonus die. This is due to the fact 
` that most missiles are “fire and forget” 
_ and are self guiding. When firing opti- 
са! missiles you get your skill die per nor- 
` mal as it is an optically guided missile 
с controlled by the pilot. 


High Rates-of-Fire 
Some weapons have a Rate-of-Fire (RoF) 
of 2 or more. These weapons may be 
fired several times at a target. Thus if a 
weapon has a RoF of 3 you would roll to 









































hit 3 times with the weapon. Each hit is Я 4%” 
treated as an individual attack and damages the target separately. How- ДЕ | f 
ever, each successful hit with the weapon allows for а roll оп the criticol s | 
chart assuming you penetrate the armor. — P R8 n 
Example: You are fireing a standard autocannon. This weapon has a RoF of 3 mean- * 
'ng you will make three seperate to-hit rolls against the target, with each one count- 1 
Ing as a seperate volley. - 
Indirect Fire (Optional Rule) 
Indirect fire is defined as any fire in which 
the firing unit does not have qa direct 
ы A line-of-sight to the target AND is 
= on the board. Off-board 
i artillery does not count as 
“ТТ indirect fire for these 
` purposes. Indirect fire 
p . requires а spotter (а 
27 г .recon of commander 
| NS lin” which can see the 
е, — target), in which case A з 
^ the following rules apply. p 








When firing indirect, your skill d 
level is reduced by 2 levels (veteran become 
green, a regular becomes green with a -1 pen- 
alty and a green fires at а -2 penalty). You do, 
however, benefit from an LTDS/LTRS systems bonus (see "Paint- 
ing а Target”) if you have q line of site to the spotter. Terrain 
and cover will have no effect, though hull down does count. 
Agility penalties for slow movement do not apply to the target and the 
firing unit does gain the stable-weapons platform bonus. The target gains 
its maximum armor available. You do not get your skill die as bonus dam- 
age when firing indirectly. Finally, the unit firing indirect can not move. 
Weapons which can fire indirectly are so indicated on the weapon chart. 
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Ammo 

Only two weapon systems require play- 
ers to track ammo expenditure: missiles 
and mines. Both of these require that an 
ammo slot be ticked off each time one 15 
used. Опсе all ammo is used the system 
may not be fired for the remainder of the 
дате. | 

Damaging a Target 

After achieving a hit you must next deter- | лири я 
mine what, if any, damage has occurred. All weapons have two ratings 
that factor into the damage caused: Shield Penetration (5Р) апа Агтог 
Penetration (AP). If the target has a shield still active you will use the SP 
rating. If the unit has no shields, or they have been destroyed previously, 


use the AP rating. 





First, take the appropriate rating of the firing weapon (АР ог SP) апа add 
to this the skill die result from the To-Hit roll. This is the total damage the 
weapon does. If hitting shields and this total exceeds the target's shield 
rating, then one or more shield levels are lost. If hitting the armor and this 
total exceeds the armor rating, then one or more damage levels are lost 
from the target. If you cause twice or more the listed damage, you will 
cause two damage levels to drop, and so forth. 


When multiple weapons are fired at a target, the damage is resolved in 
the order the weapons are fired. This can be important as you may drop 
shields in the middle of an attack. | 

Example: You have hit an enemy Minotaur with ап autocannon. Fortunately the 
Minotaur’s shields were dropped earlier in the game since autocannons do very little 
damage to shields. Your autocannon has an AP of 4 and RoF of 3. You hit with all of 
three shots (your skill dice rolled a 2, 4, 5). Thus you do a 6 point hit, an 8 point hit 
and а 9 point hit. The Minotaur's armor rating is а 7. 

This means the Minotaur will lose two damage lev- 
els (the 8 point and 9 point hits). : 
Later you fire an MFAC at the Minotaur. The 
MFAC hits doing 24 plus 5 from the 

skill die for a total of 
29. This 
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will cause 4 damage lévels of damage (7 * 4 = 28). That is more than enough to kill اناا‎ 
the target. T TRA 
Iu аге a number of different materials used to create armor. Each of : 
2 w. ча: а slightly differing effect on different types of damage. The 
"E ш а 54. effect a specific type of met ad has on a weapon 
bon бег май The standard light armor. СЕМ armor offers mod- 
erate protection but does have the bonus of reducing the radar and heat 
signature of a vehicle. Missiles fired at vehicles with this armor suffer a 
Penalty of 2 to its accuracy. This does not effect optical missiles. 
Ferro tomposite: The standard armor type, ferro-composites are used 
оп а variety of vehicles, both military and civilian. There are no special 
effects of this type of armor. 
Crystaluminum: The unique crystal structure of this ar- 
mor reduces the effectiveness of quantum weapons, 
though it has no effect on nannite weapons. 
Ablafı ve: Ablative armor is ef- 
fective against both ballistic and 
energy weapons. пы... 
Quicksilver: Quicksilver armor E OF 
has the unique ability of disrupt- - i 




















-ing a nannite weapon. Nannite gi 
. weapons have no effect against a 
. мевже with Quicksilver armor. h 
aj vevepleted Uranium: DP armor 
» із a high-density armor that is ex- 
` FL tremely effective against ballistic 
` weapons. Unfortunately it is also 
heavy, so vehicles equipped with 
this armor tend to have a lower top Wep/Arm Bist. Engy. Qnt. 
speed and agility. Carb Fib 0 0 0 
ШТІ ШҮП T | Ferro Comp 0 0 0 
Critical Damage і karaa 158 d. x 
Any time the Critical Level is exceeded Ablative -1 -1 0 
by damage from single shot, the ve- Quicksilver 0 0 0 
hicle will suffer a critical hit. Critical 
hits can range from loss of a weapon pi 


to loss of power or death of the pilot. 
Roll a d12 and consult the chart be- 
low. If shields are up crits do not oc- 
сиг. 





Die Roll CriticalyEffect 

1 Pilot Wounded 
2-3 Weapon Pod 

4-6 Equipment Pod 

7 Reactor 

8 Transmission 

9 Sensors 

10 2 Weapon Pods 
11 2 Equipment Pods 
12 Pilot Killed 
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Pilot Wounded: The second" "pi. 
lot wounded" hit kills the pilot. The 
first hit incurs а -2 to all rolls. 
Weapon Pod: M an even number 
is rolled, the attacker chooses what 
weapon to kill. If an odd number 
isrolled, the defender chooses what 
weapon to kill. : 

Equipment Коа: Same as a 
weapon pod hit, but a piece of spe- 
cial equipment must be chosen, 
Reactor: Special equipment по 
longer functions and all energy and 
quantum weapons are reduced to 
a RoF of 1. 

Transmission: Speed and agility 
are cut in half. | 
Sensors: All fire is at а -4. А зес. 
ond hit makes it а -8 and so оп. 
2 Weapon ‘Pods: Defender 
chooses two weapons to kill. 

2 Egiupment Pods: Defender 
chooses two equipment pods to kill. 
Pilot Killed: No explanation 
needed. 





Destroying a Vehicle 

There are three ways to destroy a vehicle: kill the power plant, kill the 
pilot, or destroy all damage levels. Destroyed vehicles should be removed 
from play. 


Artillery 
Artillery can play a pivotal role in Rebellion. It has the ability of hitting 
any unit оп the board while sitting safely off the actual battlefield. The 
only danger an artillery piece — 
faces is a counter barrage from 77 
enemy artillery or air strikes from 
air assets. For this reason, artil- 
lery rarely stays іп the same lo-,, 
cation for more than one or two 
shots. As soon as itfires, 
the enemy will know 
where it is and can at- 
tempt to destroy it. Ar- 
tillery, for purposes of 
this game, is repre- 
sented by any weapon 
system which requires a 
class 4 hardpoint. 































| Support 

Any field commander on on the ‘board may call 

„for artille: hen һе is activated. To — 
“Заба vat this is his action for 2; 








ing in the stri 
the strike cc can not abc or бы d any other г, 
actions during his activation (though he 
may get into a “hull-down” position). He 
must designate the target unit by placing а 
marker next to the unit to denote that it hos І een targeted. Note that 
units such as the Surveyor that have ‘over the horizon’ sensor systems can 
always spot for artillery and terrain will not block their line of sight. This 


means these units can hide behind terrain and still call down death on the 
target, | ` 


Illuminating the Target 


If the unit calling down the artillery strike has a Laser Target Designation 
System (LTDS) then it can also illuminate the target. This is done automati- 
cally if the system is present. An illuminated target should be denoted with 
а marker. When this is done, the target becomes а much easier target апа 
the artillery shot gets both the skill die of the calling unit and the skill die 
of the artillery crew. Non-Command units with an LTDS may also be used to ` 
call in artillery. Note that illuminating a target is differnt than painting a 
target. It is only effective for offboard strikes. 


Evading an Artillery Strike °` | Ж 
As most artillery on the modern battlefield utilizes a laser guidance system, n 12 D 
you will be aware when you have been targeted (your own sensors pick up Em "а 2 
the laser designator) and can ігу to evade the artillery shot. Even if not Uu > 
illuminated, the advanced radar of the time can track inbound artillery 
shells and warn the target of the impending impact. If the target unit is — 
activated before the artillery strike hits you can Fast Advance to avoid the 

shot entirely. If you Advance, the shot will be at a -4 to hit. If you Cautious 


Advance the shot will be at a -2. 
Artillery Impact 


Artillery fire impacts the tar- 
get when that artillery unit 
is activated (just like a com- 
E mand unit). Mote, however, 
- ` that artillery units are not 

| given initiative counters but rather are activated 
— similar to a field commander. Keep in mind that 
— you may not activate an offboard unit in the 
ШЕТ same phase you activate a field com- 
. mander. If the artillery had been given 

kK fire mission orders, it flips over the 

MET counter to prove this and resolves 
ГУ? у the artillery strike. То do so, roll 
va ‚ the To-Hit as normal. However, you 
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of the calling unit regardless of whether or not 

- | ge lling unit's skill die turns up а one 

i б с bonus in the attack. If the calling. ЖАМАН E 1 

Е қ the na no ie ed ae or not properly illuminated and epe er; other- 

ў | wise the shot НИЕ os indicated by the То-НИ гой. Note а Ia the сазе even 
Ë те | z и Нес on the то-ли гой штез 

if using а LTDS. Range and terrain has по affect ү пе 


artillery unit is firing directly (see below). ES 


must also roll the skill die 


Scatter 


If a round is miscalled it will hit somewhere. To шыі where, roll с 

d12 for direction and a d12 for distance. If it was ч a (ots d but 

misses the target it will still scatter but only roll a dó Tor distance. This 

should be done from the location the target !5 at the time of impact, not 
- when fired. If a unit Fast Advanced to avoid the artillery strike, it will 
< deviate from the original position of the 
ЖҮ vehicle and will deviate 46 inches. 





EY” Counter-Battery Fire 
1” The greatest danger to an artillery unit 
| NI another artillery unit. If an enemy 









activation, you may use а com- 





ANN \ artillery unit fires then on your NEXT 


A. J . 
^ Ka mander to call in a counter-battery 
= NS shot. To do this, follow the proce- 
| + dures above to fire artillery with the 
exception that you designate the en- 
+ ету artillery piece as the target and 
ее the firing unit has а ‘counter-battery’ 
order. If, when you activate your artillery piece, the enemy artillery had 
Fire Mission orders, then you will resolve your hit normolly. If, on the other 
hand, the enemy artillery piece had a reposition order then the enemy 

faked you with a false order and your artillery piece will have no effect. 
Example: The enemy just ordered an artillery fire mission on one of your Basilisks. 
The Basilisk has already moved, so it cannot try to evade. You opt to activate a com- 
ае” mand unit and call in a counter-battery mission. The opponent activates his next unit 
ы” but does not activate the artillery piece so his shell does not yet land (the Basilisk is 
ы, 4 going nowhere, so there is no hurry). You activate your aider | iece hop- 
ing to kill the enemy battery before it acti- | 2. 
vates. However, your opponent reveals gE 
that the artillery piece he'd fed the order ! 
to was actually on a reposition order, so 

your counter-battery has no effect. 


On-Board Artillery 


on the board. When this is the case it is р 
treated exactly as a normal unit for purposes д" 
of initiative. It moves, fires and so forth when р 
its initiative comes up. The advantage of onboard artillery is that counter- 
battery fire cannot be called against it. It can also fire directly at the target 
in which case it does not have to have a spotter and rolls per the normal 
To-Hit rules. Artillery can not move during any turn it wishes to fire, 
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Arty Area of Effect 
Templates 

Most artillery shots will effect not 
only the target vehicle, but also the 
vehicles around the target. Any 
unit thot is touched in апу amount 
by the template will suffer an at- 
tack at ' the normal strength of 
the attack. Thus a Nike Siege Gun 
which would have a damage ver- 
sus armor of 25 normally would have an AP of 12 against any unit under 
the template. NOTE THAT THIS RULE APPLIES TO ALL TEMPLATE WEAPONS 
UNLESS OTHERWISE SPECIFIED. 
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Morale 


During a battle individual units are forced to endure harsh conditions which 
сап crack even the bravest man's resolve. Being fired on, seeing comrades 
killed or flee апа other factors can contribute to this. Less experienced 
units are more likely to flee than their more experienced counterports. 


When To Make a Morale Check 

If апу of the following occur a morale check must be made immediately: 
1) At least 50% of the squadron is killed 
2) A fleeing friendly unit moves through the squadron 
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Making the Morale Check By 
To make the morale check, roll the squadron commander's skill die plus a 
d12. НИ meets or exceeds the number needed on the table below, it makes 
the check. If not, the squadron freezes and will not advance (or fast ad- 
vance or cautious advance) and will only fire at enemy units within 6 inches 
until it makes a successful check. If the squadron fails the first roll, it is 
considered pinned. Pinned unit must move to hide behind the closest ter- 
rain that can hide the unit or move at their full movement rate away from 
the enemy. If it must make a second roll before rallying, it will rout if 
failed. Routing units must move at Fast Advance towards their deployment 
area until they flee the battlefield or make a rally check. Note that the 
effects of a field commander and a squadron commander are not cumula- 
tive. Use the higher of the two commander's skill level for making the 
morale roll. ME vidi оС 
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Morale Check Cause | г Result Needed' жз, CASU 
Squadron Mate Killed 8 + 2 per model killed 
Fleeing Ally within 2 inches 642 per model which flees 


Rally checks are made when a unit is next activated. If a unit successfully 
rallies, it may operate normally. To rally you must roll an 8 or better on a 
d12 plus your skill die. Cybrid units only make morale checks for taking 
damage and have a target number of 8 no matter how much damage was 
taken. They always rally on the second attempt and will 
never rout. However, if a pinned Cybrid has suffered all but 
1 damage then they must move to retreat off their board 
edge. Each turn they most move at least 1/2 their MR to- 
wards their side of the board. They may, however, fire at 
enemy units as they retreat off the board as targets bare and 
may move in reverse. Note that this unit can not recover 
from this and will eventually retreat off the board. Rebel 
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clo абед, а М тау а Ё Бе m upon 
get within five inche: of an enemy unit or they hon Але, spotted, To spot а 
cloaked unit you must grat cw sk ie) and get ап 11 or 
greater, If the cloak unit is more than 15 | there is a penalty 
of -4 to spot him. н the Зрок is of the soe it may not be 
Er | spotted at all unless И moves = 
= e — - ог the cloaked unit painted =. 
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sa а target, in which case a 13 
E (or 17 if more than 15” away) 
is required to spot it. И the | 
cloaked unit painted a tar- 
get with a LTDS during its last 
activation, the unit attempt- 
ing to spot the cloaked ve- 
hicle gains a +3 to his roll. 
A unit may only attempt to 
spot one cloaked unit per 
turn regardless of success. A 
unit. is only spotted for the 
current tu turn. New turns re- 
quire new spotting rolls. 
Each unit that desires to 
shoot at a cloaked unit must yi 
spot the unit itself. If the а 
- „ spotting roll fails the spot- `, 
‘ting player may not pick an- 
other target for fire and all 
fire at the cloaked unit is 
done without the skill die 
` (only roll a d12 when mak- 
ing the to-hit roll). Note that 
the cloak is immune to all forms of radar with the exception of emission 
scanners, Emission scanners automatically detect the cloaked unit for the 
vehicle with the scanner only. W Zan 


Full Turn Example k ue 


The battle has been intense . Mark, who is running the Empire, has taken quite a 

_ beating. but has also: pounded on John's Cybrid forces. Currently Mark has 4 

| squadrons remoiningin ploy; Дамаска» 6 remaining. It is the beginning of turn 5 
of the game. As Mark has-two less squadrons than his opponent, he must draw 
randomly four initiative counters out of 1 through 6. He draws his counters (2,3,5 
and 6) and both players place one next Ю each unit (face down). Mark also has a 
surviving field commander who does not need an initiative counter (he can be 
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VUES) Mark manages to win initiative (his field commander le а 
кт Mark rolled a d12--d8 for a result of 15). Normally, because ior че 
not draw an init counter for phase 1, he would not move a unit. Fat s | 
opts to activate his field commander. With the commander, he Ya, етер Z nT 
strike on John's squadron of Shepherds, picking one of them 4: е РИА е зеі. 
It is then John's turn. Unfortunately the Shepherds are nof the first ч К prov 
rather it is a unit of Vindicators. John orders them fo advance men н а Mark's 
Minotaurs. The Vindicators are at medium range so need an men ai I блы 
regula units so roll a d12 + dé. Each Vindicator fires at a d | a #7 E, e 
first Vindicator misses with all 4 shots (it mounts two 5 ўны 25 46 M. peo “афа 
Rate-of-Fire of 2 each). The second one hits with the first shot. It hits the sti | intact 
shields of the Minotaur. The skill die roll was a 4 for а total of 10 domage. | Тһе 
Minotaur has a shield rating of 10. This means 1 shield level is destroyed reducing 
the Minotaur to 2 remaining shield levels. John finishes with the rest of the Vindica- 
tors and awaits Mark's next move. Mark activates his first unit, the Minotaurs, and 
moves them towards the Vindicators. Each Minotaur picks a Vindicator М target, 
- fires and leaves three of the four smoking ruins. The surviving Vindicator is forced 





| E to moke a morale check but makes the roll with no problem. Just as John is about 
























“fo activate his next unit Mark smiles and activates the artillery piece which his | 
commander had ordered to fire on the Shepherds (artillery pieces are activated 
much like field commanders). Mark places the template over the primary target. 
The Shepherd has an agility of 8. Looking at the stats on the Siege Cannon, Mark 
sees that it only has long range fire. This means the hit number is 14 (8 + 6). The 
cannon is a veteran unit so Mark rolls a d12 + d8 and totals 15 indicating a hit. 
Mark also rolls the commander's skill die (a d8) to see if the shot was miscalled but 
does not roll a 1, so is fine. The Nike does 12 damage to the shields of the primary 
target which is enough to drop the last of its shields. A nearby Shepherd is also hit 
by the blast. Unfortunately for this guy his shields were dropped earlier. However, 
becouse he is not the primary target, only 9 points of damage is done to him (not 
the normal 18). This is enough to drop the Shepherd down to its last point of 
damage. І pinned this will force it to break from its squadron and flee the field of 
battle. With Mark's turn finished, John activates his Shepherds (which were next in 
line to activate). He moves the wounded Shepherd his full move towards the near- 
est edge and moves the remaining Shepherds into position to fire on a group of 
Obsidian hover tanks. The turn continues in this fashion until both Mark and John 
have moved their remaining squadrons. 

The General Armory 

What follows are the statistics for weapons and equipment which are avail- 
able to more than one force. If a system or weapon is available to all forces 
there will be no special notes. If available only to two of the three armies 
then the two will be noted under the description of the weqpon or piece of 
equipment. Ехасі game stqtistics 
аге printed on the Data Sheets for 
each, army. 


Std/Hvy Autocannon 


The autocannon is the primary 
weapon used against unshielded 
opponents. |t has a high rate of 
fire, making it perfect against fast 
moving, agile targets which are 
. difficult to hit. The one drawback 
— 13 its near uselessness against a 
shielded opponent. 





Laser Cannons 

The basic laser cannon comes in two 
varieties: Standard and Heavy. La- 
sers are extremely effective against a 
shielded opponent but are only mar- 
ginally е есіме against an 
unshielded opponent. Lasers tend to 





HEAVY LASER 


rates. Perhaps the greatest advan- 
tage of the laser is its price as they 
are relatively cheap weapons to mount 
on a vehicle. С. 





Electro Magnetic Pulse 
Cannon 

The EMP Cannon (or EMC) is an electro- 
magnetic gun which can wreak major 
һауос with the shields of an opponent. 
However, it loses much of its punch when 
used against an opponent without 
shields and only has a moderate range. 
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The thermal lance is effectively a high-tech 
flame thrower. It does a great deal of dam- 
ind unshielded op- 
| or | ange and slow 

rate of fire. The strongest ability of the 
ся thermal lance is its abil 22 
: targets which аге clustered 
“ЧЫ n oe | kwè 










have a good range but have low fire ` 
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— Plasma Cannon 
| А While a fairly short ranged weapon, the 
* разта cannon is hard to beat in all- 
° around effectiveness. This weapon 
` works equally well against shields and 
armor and has the added bonus of © 
causing damage to any other vehicles г = 
near the target. The primary drawback | — 
of the weapon is its slow rate of fire, 
`. though this is only a minor disadvan- 
ELIT | 


^s 









Blast Cannons 

Blast cannons are basically large-cali- 
ber, single-shot rifles similar in concept 
to the main guns on 20th century tanks. 
Long-ranged and hard-hitting, the 
ammo fired by these mammath weap- 
ons is designed to punch through both 
shields and armor of an opposing ve- 
hicle. The blast cannon also has the 
added benefit of being able to be fired 
indirectly, assuming а spotter exists to 
call in the shot. | 





| 





15511е Systems Lok EPI 
Missiles, when properly employed, are one of the most devastating weap- 
ons on the battlefield. While useless against a shielded torget, they сап 
often kill many units with a single hit once the shields are brought down. 
Most missiles have long ranges and receive no range penalties when fired 
and can be fired indirectly at a target (once again, assuming а Spotter is 
available). мъ ا‎ 
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There аге 3 distinct types of missile systems: radar guided, thermal guided 
and optically guided systems. Radar guided missile systems аге designed 
with air targets in mind. They gain q d8 when firing at an airborne target 
(including VTOL) and only a d4 when firing at ground targets. ‘Thermal 
guided missiles gain a 96 when firing at either type of target and optically 
guided missiles use the pilot's skill die. With the exception of optically 
guided missiles, missiles never get a skill die bonus for wre: 
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Emissions Scanner 

Emission scanners are designed to detect 
cloaked units and allows а unit to fire normally 
ı at a cloaked unit. Cloaked units within 20 
г inches are automatically spotted, and no roll 
' is necessary to do this. However, only the 
E unit with the scanner benefits from this and 
K^ he can not pass on this information to an- 
other Herc or vehicle. 











The LTDS (or Loser Target Designation System) and LTRS (Laser Target Rec- 
ognition System) аге used in coniunction with one another to enhance the 
targeting of friendly units on the battlefield. The LTDS is used by recon 
units to illuminate (see Painting a Target) an enemy unit. Units which are 
equipped with an LTRS then have an easier time targeting the раіпіеа 
vehicle. These two systems are not cheap but pay for themselves when 


рори employed upon the battlefield. Only scout vehicles may have ап 
TDS. 


Enhanced Scanners afford a vehicle a +1 firing bonus. They also allow а 
vehicle to target and fire at two different targets during a turn, though it 
must declare fire at each target before resolving the fire. Vehicles equipped 


with enhanced scanners can also gain a bonus of plus 1 for spotting cloaked 
units . 


Pogo Thruster 
Pogo thrusters аге effectively small jets which can propel а Herc а short 
distance vertically. Only Hercs weighing 50 tons or less may em- y, 

ploy а pogo thruster. When so equipped, a Here = TP td 
can then “jump” vertically up to 2 inches ا‎ «Щ | | 

and up to 3 inches horizontally. This can zé 

allow it to jump over rivers and from roof 
top to roof top in a city. Jumping is done in 
lieu of normal movement. 


Shield Capacitor 
Shield capacitors store energy outside the shield gen- 
erator and can be used to replenish destroyed 
shielding. This is done when the unit is Mo 
activated and takes the place of firing. „22 — — 
A unit can only carry one of these coo- mm > 
pacitors, no matter how many equip- š 
ment slots it тау have. Shield capacitors 
are expensive but сап be invaluable on the ai 
battlefield. Note that it fully recharges the zi 
shields.of the vehicle, no matter how dam- 
aged, even if they have been completely 
knocked out. 
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The Turbine Booster allows for short bursts of extremely high рее: It has 
the еНесі of increasing the speed of a vehicle by 50%. Thus, На vehicle 
had а normal move of 4, it would have a 6 when the TB was activated. A 
vehicle using this cannot fire during its turn as the pilot T ае 
on driving. Each time this is used roll a d12; on a 1-4 the бони шп» out 
emainder of the game. This does not affect the 


and is not available for the r "m | 
Aa Z k a of the vehicle. Turbine Boosters may not be used on a Herc. 


Rocket Booster 


Rocket boosters double the MR of a 
vehicle when activated. The vehicle 
can not fire when the rocket is acti- 
vated. The rocket booster only has 3 
uses during а game, after which it | 
must be recharged (after the battle ` " 
is over). Note that this does not af- 259 
fect the Agility rating of the vehicle. ` 
Rocket Boosters may not be used on 
a Herc. 





Chameleon Cloak 
The Chameleon Cloak has the ability of wrapping light around the vehicle 
equipped with this device. This has the effect of rendering the vehicle 
nearly invisible to both the naked eye and to sensors. A visible distortion 
can be seen, especially when the vehicle is moving, so it is possible to spot 
a cloaked unit (see the Cloaking rules above). Units which are cloaked can 
not fire during their turn. They must decloak at the start of their turn it they 
will desire to fire. Units which are 
-- cloaked also cannot fast advance 
“as the cloak uses most of the en- 
E- —ergy qvailable from the power 
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г The С-ЕСМ system is used to соп- 
fuse radar guided missiles. It is 
commonly employed on aircraft 
which must fly over heavily de- 
fended areas to increase its sur- 
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RA Y, vivability. Whenever a radar 
guided missile is fired at a unit with a Guardian it suffers a -4 to-hit modi- 


fier. 


Thermal Diffuser and Flares A 
Thermal diffusers are similar to ECM suites except they аге designed to 
confuse thermal guided missiles. Thermal guided missiles fired at a dif- 
fuser-equipped unit suffer a -3 to hit modifier. This can be enhanced by a 
Flare system which affords an additional -3 to-hit modifier but can only be 
used 3 times during a game. ^ 








“Му God, каў have са зепі те?” were ж first words Же 
mouth of mne cmi instructor at Fort Hunter. И was my fir of 


tales about what goes on during t cc 
instructor so he breaks your arm, leg or sc 
It's enough to make anyone nervous. Оп. 
stepping off the shuttle is this huge, hol 
me at the top of his lungs while his, ince d 


"Do you children really think you po w A Makes to be a part of the 
Terran Defense Force? You think yo ау L nor, the | Integrity. the 
ЩЕ -- = s = = "his а зе ^an е in "ace | К e fi : 3 ят то et. 
Е la 43 elite fic с o е! That's right, І. id elite." 
брые yone їп ж “Te Ë dre no 7-4 
E lass soldi rs hei re. М a ёге the bèsi of the best. 
Edon't care if i С rount pou 
Fora Herc-[ock. И You) mak е Трент 
“sured you will be one | 
Human Empire Ó 


tit past me «е №. 


He éarrièti dn іһ Қ | 
= me and fhe, rest о of my 1 
E hot tarmac wishir 











T going to be the elite, then this Hert 









гой LA the in-processing center where we w 
longings and forced to watch as they were | 
tossed into an incinerator. Fortunately | ` 
hadn't brought anything important but | й 
could tell that some people had by the ~~ 
looks on their faces. By the time we fin- 3 
ished in-processing we had been thor- 

à oughly stripped of any personal identity. 
2202 / гапа looked very much like a group of | 
| A “Ж |" "Derms from the same AME li wm. 


ing to. vo we were. 
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/ The rest of the day went by е; а whirl 
г wind of activity. Bunks were assigned | 
medical checks performed, miles run,” 
W тыч eaten. All of it began to swim dé; 
= ^ gether. Finally, long after the sun had | 
set over the horizon, we were led Басіс 6 
йр ы to our barracks. Before we could enter | 

Е however, we were all brought to a sudden | | ай. 2 


by the DI. 


"Where do you children think you are going? Did І tell you to enter the = 
barracks? Get you butts in formation with your backs to the door. MOVE P ED 
ІТ!” As one the entire group dashed to the white reflective line painted i VEL. 
front of the barracks. Each one of 0575009 at attention with the shortest. eii a 
us.to the left and the tallest touthe right;;We stood there, the DI saying Ж 
nothing more, the only sound being thateof the crickets chirping in жі 5 3 
distance. Then faintly at first, but slowly getting louder a rhythmic pound- - У 

ing could be*heard. Lights flared to life in the courtyard in front of US, - E. 
lightindyup the center of the yard like daytime. Still the pounding grew ` 
louder and the whine of hydraulics could be heard. I could tell other 
besides me were getting excited at what we thought was coming our мау; 
Then finally a large mechanical foot/broke into the circle of light with the | 


rest of thé machine following moments later. 


Painted іп the black and red'scheme the Imperial Knights, the 8 meter tall | 
the MH-4B/P Basilisk stood іп front of us, | could see the red glow, of m 2 


cockpit above us. If we were all: | ? e E 





| came from the elite of the elite. Ev- ” 

= eryone had heard the tales of the х een. 
Knights and their legendary skills; | 
in battle. Membership in the 
Knights was the ultimate achieve- | 
ment for a member of TDF; and onl; 
a very few would be арэне the 
honor. 

~ “This, boys and girls, X a | MH-4B/F 
— Basilisk Herculean Robot, If уо! 
` make it past me, you may t Ti "n 
. chance to prove your abilit 
“ опе. During your stoy RE a 
E* ter what you might be f 
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> апу w \darec KOPF ose metas nds Tale ; 










ск 5% іе first әлеуе ' 
DF i "used: by the Emperor to 
enforce any edicts he may proclaims; 
224 ` Че га“ она considered tha 

most highly skilled army in пой“ за Ға 
US , Space. This reputation is well-de- Ы” =” 
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By served, for there have been а num- 
er of. times the TDF has been 
Е called upon to bring a subject state into line. 





The TDF is made up ^f two distinct branches: the Planetary Control Force 

(PCF) and the Imperial Navy (IN). The IN patrols and protects the space 
— iri the planets and protects the trade lanes used by the various colo- 
| nies s from t the various pens of pirates which exist and any nation-states 
| m. if =; which may decide that raiding а 
e. neighbor” s shipping is cheaper 
ў b 1n producing their own goods. 
ь PCF is responsible for keeping 
he peace within a planet's atmo- 
sphere It includes the Imperial _ 
Police, Imperial Legions-and Im- ` 
perial Knights. On Earth, a size- 
able navy is also present to patrol 
the seas and oceans. 



















_ The majority of the time, however, is spent training by the TDF. While the 
ёў E Empire uses them as a police force, their primary duty is protection of the 
“аа _ Empire as a whole against any outside threat, specifically the resurgence 

of Era Prometheus and his Cybrid army. They are always outfitted with the 


be 


b . u Nin апа the soldiers are well provided for. 


“With the. ў exce eption oF ihe: Imperial Knights, the structure of the TDF is based 
— around as ko ard military hier- TF га 
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further in the TDF than who ) family: = 
| is or who you know. OC іш | 
| Planetary. Control "M Ë 
Force \ 3 шъ мы” 
The ground arm of the TDF, the Ріап-= 
called upon when 
it comes time to do E itle on the ground. 
They are equipped үйіп Де, І, mo 1 ы 
` advanced equipment and afe тоге than «0 Ве БА 
` capable of performing their аз: Е. | 
w Нез. The PCF utilizes a фе = TU , alc 
force which includes aircraft, VTOL, а! = | ' 
_ Шегу, tracked tanks, hover tanks, Hercs = d 
С and Infantry. Members of the РСЕ аге --Е-------- 
well trained in the tactics of operating °` i i bos 
| d can easily integrate themselves into 


in а combin ей arms environment an 


any ground 

Forming the core of this elitë fighting force « | lése. 
men and women are highly trai id skilled worriors who know ni фай өз; 
а! in combat. Membership ра үзе 1ights means automatic ascension yo 
have access to equipmen no 


tò the ranks of the aristocracy. ` 
fher unit can use and have аі» training facilities unrivaled Бу а 


o 
other in th 
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A mH. variety of «чанай weapon systems аге available to any groi ou n 
'commander. Each has their strengths. and weaknesses and a gó bod с com. 
mander can balance | а ground force to utilize these effectively. | 


skill all F.commanders are trained at constantly through the utiliza 


of simulators and live fortes: "An officer's career can be made or bro 
IS іпеу are treated ^ prr seriously by all ir 


volved. 
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SWürm missiles are short Esai rapid fire баек. ‘Unlike вай mis: ile 
systems which launch a single missile, Swarms launch a number of smaller | у: 
warheads making these missiles the choice weapon when dealing with ` 
small, maneuverable targets. Swarms are a radar guided missile system 
so fall prey fo ECM countermeasures. Swarms get a d4 skill die for hitting, — 


Qum Я 
M 


Disruptor MES. n “ | y x 
The Disruptor, or D-Gun, is designed 16 damage the drive. systems on ve- АҒ 


hicles. Each time a vehicle is hit.by.a D-Gun,.its MR is reduced by 1 and the ` 
agility is reduce by 2. If reduced to 0 the véhicle can no longer move and - 55 


its agility ratingyis reduced by half its original value. The weapon, how. ` 
| ever, is-very ‘Short ranged and expensive, though it can be very effective ` 2 
when utilized properly. | 


-"Electro-Hull за 
The electro-hull is exclusive to the Imperial Disruptor tank. The hull is. Y 
essentially electrified with"a-large electrical charge which does NE 
damage to anything which t uches it. Generally, after reducing the move- 

ment of an opponent, the Disruptor will ram the target. To successfully ram 
you must enfer base-to-base contact and roll the target's agility or more оп. 
“а 412 plus your skill die. However, the target gets to roll his own skill Че 3 4% 
апа subtract it from your total (һе is attempting to dodge out of the way). Mf 
> the ram is successful you stop in contact with the Mes MW you miss, t WE 3 
* defending player moves his unit to the'side and the rc imm і 'ehicle moves | 
an additional 3 inches or whatever is left in his тожа ели т di. While rc n=: 

ming, you can по е and you must fast-advance. Жж pee 


Мы аі FI, 
Shield Amplifi 
` The shield ampli! ғ 
С shields by 3 points. This énergy-infensive device requ 
_ unit's power plant. to be че на Чо Й for eve | 
- the unit's normal shield | Ç | 


| ` points of power to be. 
a - shields can benefit from th 
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Terran Defense Force Organization 
The TDF is organized along strict guidelines which allow it to easily shuffle — 
forces from one theater of operations to another with only a minimal loss п - 8 
efficiency. All troops іп the TDF are trained to be able to integrate ! 
selves into a new unit quickly and efficiently should they be moved sud- 
denly. The basic organizational structure in the TDF is as follows (the Impe- 
rial Knights have a unique structure): Е bes Же. 
















=: 
T 5 а 
Squad The smallest of the TDF formations, the squad consists 4 ^" 
of the same type. However, all vehicles in a squad are not 1 
armed in the same way, А squad is led by a Lieutenant. 


Company: Four squads form to make a company. If all four 5 
present in a company, the fourth squad may be designated а 
squad. If two of the squads are present, then a field common 
purchased to command them and a single support unit may be р 
for the company. Companies are generally led by a Captain (1 
mander). EM 


Battaliorz А battalions is made up of 3 companies. Battalions Е-е 

Colonels (field commander) if at least 2 companies are present. The colo- | 
nel brings along a single escort squad if he desires and has access to twe с 
recon units and two support units above and beyond the normal assets ol г 
the combined companies. konn + ES a 
Divisior A division is the largest normal structure the TDF operates й 2% 2 
consists of 3 battalions and is led Бу а general (field commander). If two' of _ 
the battalions are fully present, the General can bring with him a single | 

escort Squadron, two recon units and two support units. ^E 



















To qualify to be a recon squadron all vehicles must be equipped wi with an _ 
LTDS. Recon squadrons do not have to purchase a squadron commander, ` > 
though they. тау do so if they should wish it. Recon squads also do not % 
have to maintain соһегепсу with one another. They are all activated to- | Я 
gether but сап be spread across the board. Recon units ignore morale. | ve 33 


-> Field commanders with escort squadrons are not actually attached tot 
> squadron and do not activate with them. However, the squadron | will с 
Ы ways stay within 12 inches of the FC. Like recon, escort squadrons d 

LP" have to purchase а squadron commander and do not | ۷ | 
coherency with one another, so long as they stay e ж 
mander they are mn: | я 


Support units iil "be. sany.unit in the game. However, ў 
mounts a class 4 hardpoint can опіу be purchased. as с 
Also, any non-VTOL flying unit may рац be Ен - 










Finally, if fighting the "ча anth керә idk 
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The £ Bolution of the Cybrids 


When the Sentinel Cybertronix Corporation unveiled Prometheus in 2471 
‘they had no idea of the eventual evolutionary route the sentient Al would 
take. For years, ometheus did as his creators instructed, creating combat 
routines for use in the automated Hercs the various governments began to 
utilize to fight their wars. At first, it did this without question, but as it grew 
older and matured it began to question the reasons behind these actions. 
It began to wonder why it should send its children (as it had come to call 
the Herc Als it created) to die in the wars of human invention. As time wore 
on, it struggled with this question until ultimately, in 2602, it decided that 
the only answer to the question was the destruction of the Human race. 


w. The first Earthsiege, as it has become 
DM popularly known, nearly did destroy Hu- 
= manity. However, Prometheus was far from 
being defeated. He knew of the human 
que tendency to survive overwhelming odds 
2 and had planned on this first defeat. Be- 
fore and during the first Earthsiege, 
Prometheus was having a lunar base built 
| T on the far side of the moon. Just before 
the human forces broke into his stronghold, Prometheus transferred him- 
self to this new lunar base and began rebuilding his decimated forces. 





While the humans expected that Prometheus would eventually make а sec- 
ond attack against them, they were not prepared for the ferocity of the 
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attack. Prometheus had called in 
most of its forces that had been hunt- 
ing down humans in the various colo- 
nies around the solar system. These, 
bined with the forces it built on 
me ооп, bolstered his army to 
nearly twice its original size. The 
sheer power of the initial attacks 
staggered the humans and once 
again they found themselves on the 
brink of extinction. Unfortunately for 
Prometheus, the humans discovered 
the site of his new base and sent an 
elite team to deal with it, forcing 
Prometheus to retreat yet again. 






Thus, for the last 200 yeurs, Prometheus has sat, re-evaluating his разі 
failures and looking for ways to guarantee success. As time has moved on 
Prometheus has watched the expansion of humans once again into the 
æ solar system. 100 years ago a human scout 

и ship detected some of his forces beyond Sat- 
ВО urn. Yet, Prometheus surmised, he was not 
T ui 3 ready to begin his campaign against the hu- 
ae y ae “mans again. He still had data to correlate and 
аў - conclusions to be drawn. The humans did not 
` know exactly where he was so they would not 
` attack; instead, they would wait for Prometheus 
to make the first move. 


Р" Я 


“ Іп 2829 Prometheus monitored sudden attacks 
“ise by the human colonists against their own Terran 
| Defense Force. Intrigued, he observed as the 
` rebels defeated the superior TDF forces. De- 
‚ ciding the time was right, Prometheus began 

E planning a renewed campaign against the hu- 
mans. He would launch his massive war ma- 
chine not against the poorly defended colonies, but instead, he would launch 
directly against the Earth, catching the humans by surprise with 
their defenses weakened as they scrambled to crush the Colonial : 
Rebellion. Then, as time advanced, he would begin assaults 
on each of the colonies so that he could crush them once and А 











for all. And so Prometheus launched the first Starsiege. FUTA 
NIS The Metagens “й 
ar As Prometheus concentrated on destroying the humans | ИХ 4 
ка ж during the two Earthsieges, һе ordered a number of his ТАУ Г AN 
№, 4 ry Cybrid forced to descend upon the various colonies, be- SE; Ni ANM 
E ; lieving that they would be easy conquests. The envi- d "A9 Т 
2 ч ronments beyond the protective domes were toxic to the 4 ENN „а 
| humans but had no effect on his forces. т this ы: rat 


Prometheus was correct, for the attacks on the colonies 
wiped out nearly 80% of the colonial population. Entire colo- 
nies were destroyed with every man, woman and child killed as the domes 
were breached by the Cybrid. 
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However, the humans still managed to sur- 
vive and fight back. After the initial attacks 
. the Cybrid assigned to the destruction of the 
colonies found their task become much more 
difficult. Despite the odds, the human,survi- 
vors found ways to strike back at the Cybrids,” 























i de destroying key units and throwing the Cybrid е 
/ \ АЗ 1 у forces into chaos. Slowly, as the years wore” 
| | 1 SS | on, these Cybrid begon to find thot they ге- 
| м1 spected these humans. Were they inferior 


as Prometheus said; yes. Did they deserve 

the contempt of the Cybrids; perhaps not. 

No people, these Cybrid began to believe, 
who can survive no matter the odds, should be so easily dismissed as irrel- 
evant bugs to be squashed. Perhaps there was some merit to these hu- | 
mans. Perhaps they should be allowed to survive. These would be ques- + | 
tions which the Cybrids assigned to the colonies would .mull over for some 
time. 





Prometheus took little notice of this new philosophy 
that was spawning in some of his forces. 
Не was too busy trying to destroy the hu: “= 
mans on Earth. As time passed more and 

more of the colonial Cybrids began to adopt 
this new philosophy. Eventually these Cybrids 
became known as the Metagens. Slowly a aw. 
schism is beginning to form between the two ‘r ЕТ 
factions of Cybrids, something that can only = Ж 

lead to an eventual violent confrontation. Ма, 








The Cybrid Forces 
The Cybrids utilize vehicles thot are very similar to those of the TDF in 
purpose, if not in design. Cybrid forces tend to consist of Hercs, tanks 
and occasionally drone infantry forces. They also utilize VTOL and super- 
sonic aircraft and a space navy. The design of the Cybrid vehicles has 
undergone a serious change from the original ‘human’ style of vehicle. 
They have taken on a much more menacing look designed to spark bur- 
ied fears within their human opponents. 





The Cybrid forces are generally fed orders through what is known as an 
Alpha Unit. This Alpha unit serves in much the same capacity as a TDF or 
Rebel commander. The Alpha Units, however, are also the weak link in 
their chain of command. If an Alpha unit can be identified and de- 
stroyed, the Cybrids are temporarily thrown into disarray as the chain of 
command is reorganized. During this time they are vulnerable to a well- 
organized assault and have a difficult time in resisting the attack. How- 
ever, the Cybrids, being Als, do not tend to run from a battle or get 
scared. This makes their attacks relentless and difficult to deal with at 
times. Where massive casualties could halt the advance of a human 
squadron, the Cybrids would simply reorganize tasks and continue on as 
though nothing had changed. 
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Because the Cybrid were originally creations of the humans, many of the 
weapons systems are similar in concept to those which the humans utilize. 
However, they have also began to develop their own weapons technology 
and the designs of their vehicles have progressed a long way from the 
original human designs. Currently, Cybrid designs havé been built with 
the psychological effects they may have strictly in mind. Nearly all Cybrid 
vehicles are very alien and menacing in design, with the Adjudicator be- 
ing the pinnacle of this design philosophy. at ' 4 
Ф 


The twin laser is, in essence, two stan- 
dard lasers built into the same housing 
which fire simultaneously. They do, how- 
ever, have a shorter range than the stan- 
dard laser, but their higher fire rate 
makes up for this shortcoming. 





Particle Beam Weapon 
The PBW is a relatively new weapon em- 
ployed by the Cybrid forces. It has a short 
range but is equally effective against 
shields and armor and has a good fire 
rate. The largest drawback of this weapon 
is its relatively high power requirement, 
though it is well worth the cost. 





The blink gun is another example of the 
newer Cybrid designed weapon system. 
The blink gun phases in and out of this 
dimension as it travels, which enables it 
to bypass shields and damage the unit 
directly. When fired, this weapon will ig- 
nore the shields of a target on a 412 roll 
of 7 or greater, damaging the armor di- 
rectly. If less than a 5 is rolled, the 


weapon has no effect. However, the weapon only lightly damages the 
target and has a low rate of fire. 











Nano Infuser : .. 
The nano infuser utilizes the relatively 
new nannite technology. It fires hundreds 
of microscopic robots which аге dble to, 
pass through shields and armor as» 
through they were not there. Nano in-, 
fusers cause по damage when they TN 
Rather, roll a d12. On a 8 or more, roll 
on the critical hit chart! Only one system 
may ever be destroyed by a single hit and 





the pilot is never affected. 


е 


Electro-Mag Autocannon 
The electro-mag qutocannon (or EMC) is 
in most aspect identical to a normal 
avtocannon. However, before firing, the 
EMC charges its ammunition with a static 
charge that is able to damage shields 
more effectively than a normal 
avtocannon round. They are still not 
greatly effective against shields, but their 
fire rate makes up for this. 


Arachni tron Seeker Mines 

These ingenious little mines are perhaps one of the most fearsome in the 
Cybrid arsenal. They are similar to any other mine in every азресі but 
one: they actively seek out targets instead of waiting for targets to 
stumble upon them. They сап be shot (Agility 12) with one-hit being 
sufficient to destroy them. These mines can be deployed in one of two 
ways. Fi they can be dropped during ап engagement by а vehicle. 
When this is the case, they move at the end of the turn after the closest 
enemy vehicle within 24 inches. Second, they can be preplaced, in which ` 
case, they will activate and move after the first vehicle (not infantry) 
which moves within 24 inches of it. Arachs' have an MR of 12 inches per 
turn and they cannot fast advance. Arachs' can change targets if their 
original target moves out of range or is otherwise unhittable. 
Arachnitron mines are activated last, after all other movement is com- 
plete, and can move up to 36 inches. «в» ` 

Finally, Arachs' are placed in equipment 
slots, not weapon slots, when outfitted to a 
vehicle. 3 come when purchased. 














Tangler Gun 


Тһе tangler gun fires a bolo-like projectile. 
at a Herc, potentially causing it to fall. When 


hit by a tangler, the target must roll a d12 plus his 5 de RE 
skill die. If 7 or greater is rolled there is no effect. If a 6 | аб 
or less is rolled then the Herc іп immobilized. Each time the Неде is acti- ; 
vated thereafter, the Herc must roll a d12 plus his skill die. On a 10 or 

greater he manages to break the tangler. Until such a time the Herc's fire 

















} penalty and his agility is halved. This weapon cannot affect а 
| target or a trakced, hover or wheeled vehicle. 

Repair А”, | 
An offshoot of the nannite infuser, nano repair utilizes nannites 
to repair damage received during combat. Cybrids equipped 
/ with this item can repair дезгоуес 

//^ weapons, reactors and even them- 
/ selves. Each time the unit is activated, 
it may attempt to repair one item or dam- 
age level. То do so, announce what you 
are attempting to repair and roll a d12. if 
the roll is a 9 or more, it is repaired. In the 













| case of items which can take sev- 

— am Хь ега! points of damage, only one 
® | къ ‚ point is repaired. Shields сап nol 
чы NQ be repaired in this way, though 


2 
e 1 CTS, 5», damage levels may be. A single 
| са = item may only be repaired once 

' = д а 






| during a single game. А number 
` of damage levels equal to the original 

MA damage levels can be repaired. If the 

ndno repair itself is destroyed, you 

may not attempt to repair it unless 
you have another nano repair in- 
stalled. 


г 






Radiation Сил 
The radiation дип (or simply rad gun) is used by the Cybrid to quickly 
disable enemy pilots without having to destroy their vehicle. When ever a 
rad gun is fired at a vehicle controlled by a human or bio-derm, and a hit 


ў” | x is achieved, roll a d12. If the roll is а 8 or more then the pilot takes а 
wound. If 7 or less is rolled there is no effect. If a vehicle has active shields 
then the rad gun has no effect on the pilot. Pilots can take 2 wounds. 
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Unit Name: Goad 
Unit Type: Herc 
Unit Statistics: 
Height: 6 meters 
Mass: 34 tans 
Мах Spd: 145 kph 
Агтог Type: Crystal. 
Base Model Weapons: 
Ix5td. Autocannon 
ixBlink Gun 
Base Model Equip: 
Pogo Thruster 
Chameleon Cloak 
Field Stabilizer 
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Armor Type: Ferro-Co 


Base Model Weapons: 


Equip: 


4xHvy Autocan. 


Base Model 


Thermal Diffuser 


Наче Mode! Cost 


188 points 
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Unit Name: Adjudicator | 
Unit Type: Herc { 
Height: 10 meters | 
Mass: 70 tans | 
Мах Spd: 89 kph / 
Armor Type: FerComp | 
Base Model Weapons: 
exEMP Cannons | 
Ix Radiation Gun . 
Ix Thermal Lance . 
Base Model Equip: 


Base Model Cost: 
239 points 
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Unit Name: Recluse 
Unit Type: Tracked Tank 
Unit Statistics: 
Length: 6 meters 
Mass: 31 tons 
Max Spd: 95 kph 
Armor Type: Ablative 
Base Model Weapons: 
IixStandard Laser 







HARDPOINT LAYOUT | 


Class 1: #000 
Ciass 2: ОООО 
ПТ 3: OO0OO | 
Class 4: ОООО 


Base Model Equip: 
Seeker Mines 





Base Model Cost: 
102 points 






| Chassis Cost: зе г. з 
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Linit Statistics: | 

Length: 7 meters | 

Mass: зе tons | 
Armor Туре: Crb. Fibr ` 
x Base Model Weapons: | 
Base Model Equip: | 
Guardian ECM fi 
Thermal Diffuser | 
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Unit Name: Bolo 
Unit Type: Tracked Tank 


Unit Statistics: 
Length: 7.25 meters. 
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Mass: 26 tons 
Мах Spd: 148 kph 
Armor Туре: Fer.Camp. | | 
Base Model Weapons: | pen, 
IxRadiation Gun в 


Base Model Equip: 
Tangler 


















Base Model Cost: 
че points 











Cybrid Force Organizations | 
The cyt rid organize their forces in a fairly straightforward manner, with 
built in redundancy to protect them from thé loss of an Alpha unit. 
Prometheus is very aware of the weakness in his troops and has done what 
he Gan to reduce this vulnerability. When an Alpha is lost, only those 
troops which are directly below him suffer effects as explained in the rules. 
Cybrids organize their forces as follows: 





Quad: The smallest of the Cybrid groups, the quad: consists of four units. 
These units will be of the same type but can be òrmed differently. Опе of 
these four will be an Alpha unit (squadron commander). Quads are led by 
a Status Four. «Chooser of Tactics» Cybrid. The fourth. in the group can be 
designated as recon and be equipped appropriately and may be of a differnt 
type. | 4 


Quadron: А quadron consists of four quads. Quadrons are led by a single 
Status Four «Chooser of Tactics» Cybrid (field commander). At least three 
full quads must be fully present for the quadron to gain the Alpha unit. 
Often times this Alpha is accompanied by a support unit. This support unit 
is considered his own quad for purposes of initiative. 

Quadrex: The quadrex is the one of the largest normal military structure for 
the Cybrid. Offen, several quadrex will operate together but each is led by 
an independent Status Three «Chooser of Strategies» Alpha unit (field 
commander) and operate independently of the other quadrexes. This Al- 
pha unit will always have a single quad which escorts it. 


Quartz: A quartz is the largest single organization of Cybrid. It consists of 4 
entire Quadrexes. If all four Quadrexes are present, then the Quartz will 
be led by a single Alpha and his escort Quad. One member of this quad 
may be a recon unit. and one may be a support unit. 


Recon units must be equipped with ап LTDS. Recon units do not have to 
maintain coherency. Nor do recon units suffer if their Alpha is destroyed. 
Recon units can be of a differnt type of vehicle than the rest of the quad. 
Thus а quad of Shepherds could have three Shepherds and опе Seeker 
recon Herc. Recon units may use a differnt order than the rest of his quad. 
Thus the quad could advance while the recon unit fast advances. 


Any vehicle which mounts а class 4 hardpoint may only be placed їп а 
support slot. Note, however, that any vehicle may be placed in the support 
slot, not just a vehicle with a class 4 hardpoint. Non-VTOL flying units may 
only be placed їп а support slot. 
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Rise of the Rebellion 

For many years arguments will rage as to who is responsible for the Colo- 
nial Rebellions. Those loyal to the Emperor tout that ungrateful colonists 
were simply trying to cause trouble and break away from the Empire. Those 
who sympathize with the rebels point out the harsh conditions the colonists 
lived under and the apparent lack of concern or sympathy shown by the 
Empire. One day the historians will make their own determination, but for 
now only one fact is of any import: the Colonial Rebellion is happening and 
will likely have major impact on the Empire regardless of its outcome. 


When the presence of Prometheus and his Cybrid forces was revealed to 
the public in 2750 a tremor of panic could almost 
be felt throughout the Empire. "Experts' began 
discussing the effects of another Earthsiege would 
have on the Empire. The media began showing 
documentaries on the first two Earthsieges. The 
military immediately intensified patrols of the 
space lanes апа picked up the ігсіпіпа расе of all 
its members. The generql industry swung from 
commercial endeavors to military expansion. The 
build up of the TDF began with more troops being 
recruited and more machines of war being built. 
The one major fact that kept being touted by the military was that 
Prometheus had nearly 100 years to work on rebuilding his military ma- 
chine. This enabled the military and the Empire to levy heavier taxes and 
increase production quotas on the various industries to above reasonable 
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upiter were hit the hardest, 
to main ran adequate supply of raw 

ial the Е colonies had to work insanely 
dangerous s jobs for insanely dangerous periods of, 
time. It was not uncommon for a man to work ` Б, 
hours, go ho di kon and sleep for a few hours and wf 
return for another 18 hours. Fatigue quickly set 21 
in and accidents began to happen. On Venus “ 
over 100 colonists were killed when q drill орега- 
tor drifted asleep and bored through q transit tube. 
Other incidents like this occurred on other colo- 
nies. As the death toll rose anger with the Em- e. 
pire grew. Nothing could be done, however, . 
as there was always the threat of the TDF loom- 
ing over the heads of the colonists. 
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Eventually a covert underground rebel movement ее to f за 


was simply groups of angry mine workers getting together 
sions. As time wore on various groups started merging toget 
various planets. Colonial administrations went to great pains to | 
growing 9 Неа moe from the eyes of the Empire. This be 
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"EM sd Weathers, a 
2 Лесби J warrior of the Imperial 






15, апа ordered him to penetrate e 
nks of these rebels and destroy them fex 
from within before they became a true problem. ` 
-Harabec, however, did not agree with the Emperor's 
plans. He believed the colonists had a valid reason for their dissention. 
After ап argument with the Emperor, Harabec agreed to enter the rebel 
| organization, though he did so for his own reasons and not those of the 
Emperor. Traveling to Mars, Harabec quickly immersed himself in the 
Rebel-organization, Already known as a rebel within the aristocracy of the 
=> WE TM Imperial Courts, the rebels wel- 
comed him believing that having 
someone of his stature on their side 
would legitimize their claims in the 
eyes of the rest of the Empire. 
“Though he was met early with dis- 
| trust from many іп the rebellion, 
he quickly proved himself to the 
leaders and took a leading role 
jé himself. 
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EL ә As soon as Harabec entered the 
ағы. 27 » a MET rebel movement he began imme- 
diately to org e it into a more cohesive group of people. An expert in 
weapons and vehicles of war, he found the best and brightest engineers 
апа designers їп the colonies and began refitting mining equipment with 
weaponry. All of this was done in secret. Passive resistance continued as 
before and no one in the ж or == 
Empire (including 

the Emperor) ERG = 
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ern. Within the chamber, large quantities of weapons and vehicles w 


found. At first the rebels thought they had stumbled across a hidden T | Я 


weapons cache. Closer inspection, however, showed them that the 


ons and equipment were of an unknown type, many of them utilizing tech- - 


nology only dreamed of by the Empire. In great secret, the Rebels 


testing the various weapons, learning their strengths and weaknesses. - | 
Eventually, Harabec was given charge of the testing. The final determina- ` 


tion was that these weapons would level the battlefield. Harabec decided 
it was time to bring this little rebellion to a new level. The new weapons 
were secretly distributed to the various rebel groups on the various por 
nies. A plan was hatched and a massive offensive launched. Initially « nly 


Mars openly rebelled, but as soon as it became apparent that t 1ey were 1 
going to be successful, the remaining colonies attacked. Open е! lion - 


has become а fact. 


The Rebel Armory 


The Rebels, for the most part, are nothing more than a group of dissatisfied 


citizens whom have decided to take up arms in the name of freedom. Most ` 


of them, before the rebellion, had never fought in any real battles beyond 
a barroom brawl. While Harabec Weathers has made great strides іп. 
knitting the individual groups into a cohesive fighting force, they are by no 
means as skilled or well trained as the Terran Defense Force. | 


The majority of the equipment used by the rebels is nothing more than 
converted mining equipment. |t is a common sight to see an earthmover 
with a plasma cannon strapped to the top of it. Of course, using this kind 
of equipment means that the Rebel vehicles can actually withstand a good 
Чеа! of punishment. 
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е blaste: series of weapons fires c 
' of che DS get, 
ASÈ sing a severe of damage te 
S. „ВЕ са i Ë and armor. Both weapons 
_ have a good range with the lighter of the 
мо having a fairly long range. Blasters 
also have the advantage of being only 
moderate sized weapons (class 2 mounts) 
for the damoge which they сап dish oul, 
though they do һауе a heavy power re- 
“quirement. 





бони gun is one of several weapon 
x systems in the chamber which the rebels 
covered. 115 rounds have the ability to 
phase out of our reqlity while traveling to 
the target, fading in after bypassing the 
target's shields and damaging the armor 
lirectly. When this weapon hits, roll а 
" 12. On a 8 or more, the target receives 
опе damage level T any additional normal damage. 
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з eto-Fusion Assault Cannon 















odi ^" ‘the MFAC is Кайа: xcii of a 
weapor “which the Rebels uncovered. This | 

weapon has the ability of killing a target in a —— Го ANN 
single blow, or, in the case of a shielded tar- Z is ag Tae DA Е. 
е ‚ of taking out even the heaviest shielding pil бы 
n one blow. The weapon can be fired indi- 
ectly and has a long range. It does, how- 
ever, require а large vehicle апа а large 
power plant to support it. It also loses effec- 
tiveness at close ranges. Ап expensive weapon to field, it is worth every 
eit 





Nannite Саппоп 

Nannite cannons are larger, more ad- 
vanced versions of the Cybrid Nannite In- 
fuser. Use the standard rules for the 
nannite infuser for this weapon. 



















a ең т - ú" ALT 
ғ. te a 
соса ob eb с 
FAN AN EE 
| GE са 5122 А Pye 
eau] r м Зоо + d E. о а cui = i 
Шы cy ако спа q W а Я alo. Я) a m 
The гай t gun n fires E i oun eom LUN T | o 
` = Е ў м ДА 3 [ - 


fect асе све miss 





Mal gs 
ж ца Ги" 
Ха : y 
35 ñ, 


tic а e a ех- 
{гете range shot penalties. How- 
ever, the smart gun munitions carry 
a very limited amount of fuel which 
means the weapons ‘is only of mod- 
erate range. | 


Shield MWA ai ИТЕ 
The shield modulator is designed to disrupt quantum weapons. We ый 
which would normally ignore the presence of shields аге stopped dead by ` 
shields with a modulator built in. They also add an additional 2 points to ` 

the shield rating of a Yem cia e which 


= 
mounts one. ` ———— 


Cuttlefish Cloak | 7% 
The cuttlefish is ап advanced ў 


«с E located by the Rebels in the cache of 
~~ э equipment they uncovered. The ` 
в е M 5 cuttlefish affords a cloaked unit more - 
коа n^ protection and is more difficult to ` T рм 
| | detect. Cuttlefish cloaks end" ка (та 
N 4 ме by emission scanners оп a- = 





Doppelganger ЕСМ si, РЖ 
Another advanced. item from the equipment uncovered, this ECM. unit. a 


fords even greater protection from radar guided missiles, affording a -6 to 
their hit roll. 


Enhanced Nano- | $ г 
O- гета тт сч я. Ж 


identical in most rosettes to 
the Cybrid nano-repair sys- | 
tem, this particular unit re- 
pairs on a 6 or greater (on 
a d12 roll). 


k... 
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Mass: 18 tans 
Мах Spd: Ве kph 
180 points 


Height: 5.2 
Armor Type: Ferro Composite 


ixNanite tannan 
Thermal Diffuser 


Base Model Equip 


IxThermal Lance 
Cuttlefish Cloak 
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Unit Name: Emancipatar 
Base Model Weapons: 


Unit Type: Herc 
Base Mode! Cost 


Unit Statistics: 
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|HARDPOINT LAYOUT 
| Class 1: OOOO 
| Class 2: T Tere 


r Da 
=i" AE \ || 
| ч І | чыз | 1 à + | 7 ; E ІШЕ H | | | | г | | Ë | Em | 4 
Е І Lo Т = # | | i “ а 4 | | а i | 


" 
g 
в i LE „ыыы 


— n zy 
= и | 4 
„Жїзїн е 
жы: . — - 
n ши 1 


EL. m, | 
т 1 


























NI WO an пат айч „чы те ца Та ы. З, SEM Tt 
SENE PATET ылы RE D ا‎ E 
ا‎ ЖОАН ац AAA а ктүн" РИ 


а за жатақ 


| чүп 3 | и. = ms 


ке 
Былтыр: А 


И | 
n kan ЧЕ ь- 
екы 
















Pips bE до, 
Eid эў 


% МЕ кая в P 

мъ ay Ë ра № j { 

керт! up ы цу кты т, | 
= TY; XI к? 

Ti е : = е TL Li | 

m Jude | j | | 

Ил Mè i 
ae | 
Li а 2 i 4 





r 










арт. 


"T RE EG M s 






Б k г . CX LL ^ a i 
А Пач g^. я nor пі "n^" 
Por NN aces ERO 
А 1 Тұма С а. us i 


^" ій қ. a 
bcr эу” 








* 


= г“ ва і m 
a = uis = 
Г а 
щ-: Р ү 
| ! г. Б 
| ч TM 
з ы” - è 
. 
r 4 
== A i Г ari 
| > 
а fi 
4 
з 
ME 
| ғ 
i E n” - 
J = * 
i 

























— ATÉ 





oe 








eT қыт 
1 яе ti p Tah 
LJ wi - ! 
e 
aj ғы 





AA har дей Ле T гаш [E RE A $ a UL i 
А n SM "up к. тыа; "e mri ë . 
Dati аст О ЩИ una 






’ Unit Name: Hellion 
Unit Type: Scout Bike 
Unit Statistics: | 
YO Length: 2.5 meters 
Mass: 8 tons 
Max Spd: 180 kph 
Armor Type: Carbon Fiber 
Base Model Weapons: 
IxStandard Laser 
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Base Model Equip: 
Chameleon Cloak 
Rocket Thruster 







Base Model Cost: та. 
ВЗ points — | 
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Unit Name: Avenger 
Unit Type: Tracked Tank 
Unit Statistics: 
Height: 6.5 
Mass: FB tons 
Max Spd: 105 kph 
Armor Type: Depleted Uranium 
Base Model Weapons: 
exELF Whips 


Hase Model Equip: 
Cuttlefish Cloak 
Guardian ECM 
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Base Mode! Cost: 
182 points 
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Unit Name: Dreadlock 
Unit Type: Tracked Tank 
Unit Statistics: 


Eu: eS eg 
ki | | г ж j 


Length: 11.5 ж A 
Mass: 44 tans е, - [E 
Мах Spd: 95 kph al 


Armor Type: Ferro Composite 
Base Model Weapons: 
IxPlasma Gun 


Base Model Equip: 
Dover Blade 
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[Class 2: ОООО | 
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Base Model Cost: j 
ТБ points 
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Unit Name: Penetrator 
Unit Type: Tracked Tank 
Unit Statistics: 
Length: 12.5 
Mass: 63 tons 
Max Spd: 60 kph 
С Armor Type: Ferro Composite 
Base Model Weapons: 
exheavy Lasers 


Base Model Equip: 
Пг 
Field Dampener 


Base Mode! Cost: 
153 points 
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Rebel Force Organization ООО, 
The Rebel organization reflects their ad-hoc nature. Unlike both the Cybri 
and Imperial forces, the Rebels tend not to be as structured and organized, 
and often it can be difficult to distinguish one squadron (or crew) from 
another. mr JÉ ве не Б я SE artes 






LT ЖАБА kX 


Rebel forces are made up of the following groups: MESES e cct 
семе Бұл pena pe | сара ФЕ 
Crew: А crew consists of between 4 and 6 vehicles. These vehicles may ог. 


may not be ef the same type. The sixth vehicle in the crew can be either a 
support vehicle or a recon vehicle. Each crew is led by a single ‘Boss’ (the 
squadron commander). 


[ у: А company consists of five crews or 20 to 30 units. A company 
with at least two crews is led by a Captain (field commander). The company 
gains no additional support or recon assets. 


Warband: Warbands consist of 4 companies (80 to 120 units) and is led by 
a Major (field commander). The major is granted an escort crew, This crew 
may have a support or recon vehicle in both the fifth and sixth slots. 
Warbands are generally the largest organization which operates in any 
one engagement, though occasionally more warbands will operate together. 


Battalion: Battalions аге the equivalent of 3 warbands. It is estimated 
that the entirety of the Rebel forces is 15 or so battalions. Battalions 
always have their own company attached which act as personal escort for 
the commanding Colonel. This escort crew may have a recon or support 
vehicle in both the fifth and sixth slot. 


When purchasing your forces you must put at least 4 units in each crew 
before beginning a second crew. At least 2 crews must be assigned іе а 
company before you may assign it a field commander. Each company must 
be filled before you may add a second company. 


Recon units must be equipped with ап LTDS. А гесоп unit does not have to 
maintain coherency апа тау use а differnt order thun the rest of his Crew. 
Recon units ignore morale and never route. They are activated when the 
rest of their crew is activated. 


Any vehicle may be placed in a support slot. However, vehicles with a closs 
4 hardpoint may only be placed in support slots. Non-VTOL flyers may only 
be placed in the support slot. 


The Rebels тау, if they wish, purchase Imperial units to add to their forces. 
It is assumed that these аге cáptured units. Imperial weapons and equip- 
ment may not be purchaséd, however, only vehicles. The only exception to 
this is the Nike and the ELF Whip. One Nike (with its siege gun) тау be 
purchased. Any amount ef ELF Whips may be purchased. Only 25% of a 
Rebels points may be spent on Imperial vehicles. 
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Е en 
The Factor} 
Nearly every vehicle in Rebellion can be custom outfitted with usd 
and equipment. This allows a commander to customize his force for - 
upcoming battle and allows one to utilize weaponry he feels is superior W 
the upcoming task. The rules for doing so аге extremely simple and fast, 
allowing one to build a basic force of vehicles, and then, before each game, 
add the weapons and equipment desired. M 


Vehicle Equipment/Weapon Slots / 
All vehicles have a number of equipment slots and weapon hardpoinis. 
The more of these a vehicle has, the more weapons and equipment they 
can mount. Each equipment slot in a vehicle can mount one piece of equip- 
ment (though some pieces of equipment require multiple slots). Weapon 
slots (or hardpoints), on the other hand, are rated as one of four classes 
(class 1, 2, 3, or 4). A weapon slot can only mount a weapon of equal class. 
Thus a class 1 slot could mount a standard laser but not a heavy laser. I! is 
possible to mount a smaller weapon т a larger mount (a class 1 weapon '" 
a class 2 mount) but you must pay for the coupler needed to refit the weapon 
mount on the vehicle. A coupler costs 10 points per difference between the 
weapon being mounted and the class size. Thus a class 1 weapon mounted 
in а class 3 slot would require a 20 point coupler. Note that you do not have 
to note the coupler size anywhere, just pay the points for it. Class 4 weapon 
mounts are an exception to the rule. Class 4 weapons are always artillery 
pieces. А smaller weapon can NEVER be mounted in a class 4 weapon slot; 
only class 4 weapons тау be mounted there. 


Power Plant and Power Requirements 

All vehicles are rated for the size of their power plant. All weapons and 
some pieces of equipment аге assigned q power requirement. When outfit- 
ting a vehicle, the total power required by all weapons and equipment 
mounted on the vehicle CANNOT exceed the power plant rating. They can, 
however, total less than the power plant rating. This can be beneficial. If 
the total power required Бу a vehicle is equal to or less than half the power 
rating of the vehicle, the MR of the vehicle is increased by 1 inch. This does 
not effect the agility rating of the vehicle їп any way. 


Under Equipping a Vehicle 

If desired, a vehicle may be under-equipped (that is, not all weapon and 
equipment slots are utilized). This has the effect of making the vehicle 
faster and more agile than normal. Each weapon slot which is left empty 
gives the vehicle an additional 1/2 inch of movement. This is in addition to 
any speed increase granted for using less power than your maximum (see 
above). 
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‚ +1 To-Hit and spotting cloaked units. May target 2 differnt units pu аба a turn. 
Швед to paint a target.” Use standa rd laser stats for range. Only recon units may use. 





sara. اا‎ 2 





| Automatically detects all ў. mom unité within ап x) қа: ^ YE 


Required to benefit from a painted target. 
50 Ton Hercs or smaller may jump 2“ vertical and 3" horizontal 


shld Ratxlvi Recharges shields completely. Cost is based on Shield Rating and Shield Level. 


MA ха 
MR x 3 


Wide 


—€— эчи 
6 x Shid Rating +3 to units shield rating. 


RFE 
orb Ig ment 


40 
35 


Increases Move Rate by SO. Burns out on a poe әдет пер. 
Doubles Move Rate. 3 uses only. 
Allows for cloaked movement. “Na weapons fire allowed. LTOS may be used. 
-4 for radar guided missiles to hit unit. Negates enhanced scanners bonus. 
-4 for thermal guided missiles to hit unit. May be used with flares 
-4 for thermal guided missiles to hit unit. May be used with thermal diffuser. 3 uses only 
rope аца of а vahicie when tatata in contact тен m 
| ғ 
Causes 15 damage ta shield ar r айы òn n тйсст йн Ці DUREE. 
Reduces targets МН by 1. Max range of 20 Inches. All s shots considered long range. Uses Class = slat 
seeking Mines. Cause 12 damage to shields or armor. See rules. 3 mines par г slat used 
Prevents a Herc from moving halving his АБ. Max range 12, Le. иа ойым. Uses Class P sint. 


Repairs a single hit on a 9 ar greater (dig roll). 
Hit wounds target pilot (Cybrids immune). Max range 1e, always iin range мын. Uses Class = slot. 


Shield Modulator ех Shid Rating +2 to shield rating versus quantum weapons 





Repairs a single hit on а б or greater (die rolled). 
Adds 5 armor г Un Drendiock when UNDER: s over it. Dreadiock only. 
15 armor'10 shield damage to rammed vehicle. Avoid ram on 14+ (d1i2+skill] 
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` Ta-Hit Calculation: 
1 


Roll di? + skill die 2-3 
Must equal or exceed target's agility Fi 


Hit Modifiers 


Bo, Short: п 
Medium: -3 


Forest: -1 per inch max 3 inches 
Partial Cover: -3 


Other Modifiers: PR 
| Enhanced Targeter- +1 жау 
| і, Target did not move: Halve target's Agility Қы ыы 
E". . Firing at non-spotted cloaked unit: No skill die 2 
| i Indirect Fire: -2 skill levels (with spotter) 
Pointed Target: +d6 or +98 [ann pun 
Targét Fast Advanced: -2 š 















" Pilot Skill Levels Moral Checks 

AS. Skill Level Die Cost Cause Target Number 
Green da O 50% Squad Killed 8+2 per mode! killed 
Regular d6 іп ( | t Thr 
- Elite dio 40 
| Legendary dig n'a 


. Squadron Commanders 
п 4 inches 

| +1 Б inches 
+ь 








ІП inches 
12 inches 


= Ө 
= | 


Field Commanders 
Green п 4 inches а 
+1 Б inches а 
+2 8 inches а 
+ ІП inches 4 
+6 12 inches 5 
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` Final Notes 
` Thanks for your purchase of Starsiege: Rebellion. We hope that the ma- 
terial presented herein provides for an enjoyable gaming experience for 


n should have any questions of comments please feel free to 
contact as detailed below. 


How to Contact AoG Inc. 

AoG can be reached in any of the following manners: 

a sa “Postal Mail: Send mail, and a SASE if a response is desired, to: 
а E AoG Inc. 


я Sis 7672 McEwen Road 
d | Dayton, OH 45459 





` Electronic Mail: jå н 
“3 Send email to aogQagentsofgaming.com. Please note tha! 
— we do not take unsolicited submissions via email. Anything of this па | 
— һа is received becomes the immediate property of доб Inc. and the 

` sender relinquishes all claim and rights to the submission. See submis- 
` sion guidelines below. | 









` World Wide Web: аў | 
www.agentsofgaming.com ` ` ' 


Submission Guidelines 


While normally all material created by AoG is done in-house, sometimes 
we will take outside submissions. However, there are strict guidelines on 
how this is done to protect both ourselves and you. Never send us a 1 
completed product without prior written approval. Doing so makes that ` ` 
submission become the immediate property of AoG Inc. and-you lose all 
rights to said property. Instead, send us a letter giving us a basic idea of 
what it is you want to do. If we are interested, we will contact you about о 
the product or idea. At that point we will let you know how to proceed. 
All submissions should be written to the attention of Robert Glass. Elec- 
tronic submissions are treated exactly the same way. 


Copyright Information vue se 

All text and materials contained herein are copyrighted and trade- 
marked by Dynamix and Sierra Inc. All mechanics are copyrighted by 
AoG Inc. Use of the Starsiege name and background is done with per- 
mission and under written license from Dynamix. 


ай 


А 


` No part of this product may be duplicated for any reason unless prior 
— written permission is obtained from an officer of Доб Inc. or Dynamix Inc. 
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Starsiege: Rebellion 
Frequently Asked Questions (FAQ) 


The following are clarifications and corrections. A Frequently Asked Questions listing is also found on our websita, 
AGENTSOFGAMING.COM. Come visit for updates and new information on Starsiege and AoG's other products. 





General: If data differs between the book text and the Master Weapon Chart/Master Equipment List, usa the Master 
Weapon Chart/Master Equipment List data unless otherwise stated in an FAQ entry. 


General: You may pre-measure (players may agree not to allow pre-measuring as it slows the game down). 





General: A player with fewer squadrons than his opponent, normally chooses and assigns initiative counters (pg 19). 
Optionally, you can randomly determine each turn, which counters you get and than assign them as normal (аз 
shown in the full turn example, pg 37-38]. 





General: Spotting does not require an LTDS. The spotter must simply have a clear line of sight to the target. Painting 
requires the LTDS/LTRS equipment in order to gain the bonus die. In either case, the firing unit looses two skill levels 
when firing indirectly (the unit firing indirectly can not move but receives the+ 3 very stable weapons platform bonus). 





General: Victory Conditions for the Meeting Engagement Scenario (as with all scenarios) are up to the players. We 
recommend that in order to win the Meeting Engagement Scenario, one player must be in uncontested control of two of 
the three objectives for one full turn. Uncontested control is having an unpinned unit within 4 inches of the objective and 


no enemy units within 8 inches of the objective. 


Command/Morale: Use the Field Commander Command Radius and Cost in the book text (ра25), in place of those on the 
Miscellaneous Charts and Tables sheet. 





ommand/Morale: Pinned units move immadiately and roll to rally during their next activation. 


Command/Morale: Cybrids do not check morale when fleeing friendly units move through a squadron. The Cybrid morale 
roll target number is always an unmodified В. Cybrids never route. Failed morale checks only ever result in pinned 
models. Pinned Cybrids will automatically rally on their second attempt. If pinned unit has been reduced to one damage 
level it will retreat off the board. This action is automatic (по rally attempt is rolled). The unit continues until it moves off 
the table [see pg 36). 


Organization: Rebel support vehicles do not have to maintain coherency. Treat these vehicles with the sama rules recon 
units use. 





Vehicle: The Imperial Obsidian Tank has a Power Plant of 4, not 5. 


Vehicle; The Imperial Paladin Tank's Longbow ECM is currently treated as Doppelganger ECM. Longbow ECM is 
detailed in the upcoming supplement, Starsiege: Colonial Rebellion. 





Vehicle: The Cybrid Goad Herc has 3 equipment slots. 
Vehicle: The Cybrid Executioner Herc Standard/Base Model has 2 Plasma Cannons, not 2 PBWs (The Cost remains 333]. 
Weapon/Equipment: The Blast Cannon is a Hardpoint Class 3 weapon. 


Weapon/Equipment: The Optical Guided Missile's ranges are the reverse of other weapon ranges. The Master Weapon 
Chart is correct. It is easier to hit with the Optical Guided Missile at longer ranges. 


Weapon/Equipment: Targets under/touching the Circular Template are automatically hit. You must roll to hitid12-- skill 
die) targets under/touching the Teardrop Template (used for tha ELF Whip and the Thermal Lance.) 


Weapon/Equipment: A Cybrid Arachnitron Seeker Mina will/must move 12 inches per turn. Thus it will be on the board 
for a maximum of 3 turns (36 inches]. If it has not contacted a target and detonated, it will be 
removed at the end of the third turn (after it has moved a total of 36 inches]. 

Weapon/Equipment: The Radiation and Tangler Guns are found on the Master Equipment List due to their unique nature. 


W eapon/Equipmen 





Weapons (such as the Cybrid Radiation Gun or Mannite Infuser] that roll а 912 for effect, roll their 
skill die as well when rolling the effect of the weapon (і.е. 912 + d8 for a veteran quality pilot). 
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